














DIMENSION 
Se ree = oe =i eres ; \ 
| | | | | 
1 


Ki, kalisto 
. t @ caumbnt 1988. Orient 


oun? 


486"01958 


WELCOME TO 
YOUR 
~NEW RELIGION 


Votre about to experience a Heretic revelation like 
no other. Powerfully inter action. Divine 3-D worlds. 
Almighty weapons end spells. And ewe-inspiring 
third-person gemepley: é true out-of-body experience. 






y. Revolutionary Quake"-Powered Action 

' Seging is believing. The enhanced Quake JJ" engine 
delivers fluid 3-D animation and fast-moving action, — 

plus stunning special effects, and @ smart camera thet 

stays with the action. | 









Heretic Meets) ‘Third Person 
new it could be like this. Surrender to idsenely 
clion from a frighteningly immersive third-person 
perspective. Cooperative/deathmatch multiplayer has 

J.) 0 pewer seemed so real. | 
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ABOUT THIS BOOK 


Thank you for purchasing The Sth Element: The Official 
Strategy Guide. We have made every effort to ensure 
that this book is accurate and easy To read, and that 
it will be @ by-your-side companion as you begin your 
futuristic journey through the galaxy. Beginning with 
the escape from the police; throush the factories and 
the Astroports; to the confrontation with Zorg, all 
the way to the Esyptian Temple, The Sth Element: The 
Official Strategy Guide has sot the answers to your 
toughest gameplaying questions. We hope you enjoy 
the book and that you find it indispensable in your 
quest to save the world. 


The Guys at Dimension Publishing 


From the Author 


it is rare that a game based on a movie license turns 
out to be any good, but the talented folks at Kalisto 
were able fo create a fantastic game in ‘The Sth 
Element. All of the classic gameplay elements have 
been combined; shooting, action / platform, puzzle 
solving, clever strategy, and a good dose of edge-of- 
the-seat suspense. By the time you finish The Sth 
Element, I’m sure you'll consider it one of your most 
memorable gaming experiences. 


I'd like to thank Stephanie Rolland Latorzeff of Kalisto 
for providing all of the up-to-date information on the 
game, ds well as for handling some last minute stuff! 
Also, big thanks go out to Amy King at Activision for 
taking the time to answer all of my questions and 
concerns. And lastly, i'd like to thank everyone here 
at Dimension Publishing for putting together another 
great strategy guide. 
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As Korben, you an perform a variety of moves and use a bunch of special weapons. Much of 
the success in playing as Korben comes from knowing when to use a certain weapon. For 
example, the flame thrower does absolutely no damage to mechanical monsters, but the 
freeze gun sure works wonders on them! The levels for Korben are designed around his ability 
to shoot objects and life forms, so there won’t be as many jumping and tight-rope walking... 
exercises as there are for Leeloo. The good news is that blowing the crud out of everything i is 


quite sensational! 


cy, WEAPONS MOVES 


shoots thirty round clips, 
and also launches 
grenades — great for 
those hard to reach 


< — Korben is a man 
on the move, and thus, 
never really needs to 
slow down. No one walks 


1G — certainly a 
(ofole) Bante) c-Hiven (ele) @-lam oul G 
not one that ever really 
HAS to be done. But it’s 
still cool. 


6 — GETTING STARTED — KORBEN 


1 - shoots thirty round 
clips, uses missiles, and 


flame & freeze canisters. 


The freeze canister 
being perhaps the most 
useful weapon in the 


N — This is what 
Korben does best, and 
does tirelessly. 


— Sometimes it’s 
good to duck out of the 
way, and fortunately, 
Korben has been given 
the ability to do so. 


+ pulsating 
electrical char ge that 
can wipe out as many as 
three targets at the 
same time. A great all 
around weapon that fires 
instantly and consistently. 


- Never to be 
compared to Michael 
Jordan or Carl Lewis, 
Korben is capable of 
jumping just far enough! 


PNiTova acs atexeroral (ole) eared 
move that never really 
comes into play. 


ten round clips, but 
never runs out of ammo. 


cK — Have you seen 
the size of the weapons? 
With both hands full, 
Korben needs his legs to 
bust open many a door 
and secret hiding place.. 


good way to dodge some 
of the debris that’s flying 
all about, and a great 
way to hide around a 
corner. 





As Leeloo, you’ ll be playing a character that doesn’t utilize guns, but one that does a real 


nice job of punching and kicking. Of course, she can also-throw grenades and Contact 


Bombs, and she has a super power called a Psionic. The levels for Leeloo require more skill 


and concentration, as you’ ll be making some big jumps aid pulling off some amazing 


moves. All those years of being a tight-rope walker have finally paid off. 


WALK/RUN — Leeloo 
needs to walk often, 
as she’ ll find narrow 
paths, thin pipes, 
and tight ledges all 
around her. Leeloo 
needs to run to make 
some of the biggest 
jumps you’ ll ever 
see! 


TRIPLE PUNCH — You 
guessed it! Whack 
three times for some 
serious clobberin’. 


GRENADES — Can be 
thrown just like the 
Contact Bombs, but 
they take a moment 
to go off. 


CRAWL — All of the 
small openings were 
made just so she 
could get on her 
hands and knees and 
scoot through. 


SLIDING KICK — This 
is a great way to get 
in some damage and 
avoid a blow to your 
noggin’. 


PSIONIC — The 
mother of all special 
powers, the Psionic 
works like a smart 
bomb; instantly 
killing everything 
around. 


KICK — Jackie Chan? 
Forget about it, 
Leeloo has feet of 
lead! 


JUMP KICK — This 
kick works best for 
some of the tougher 
enemies. 


CAMERA MODE — 
Leeloo needs to 
switch the camera 
around more than 
Korben, so be sure to 
get yourself in the 
right view before 
making some of 
those jumps. 


aa! is 
TRIPLE KICK — Whack 
the button three 
times (twice on the 
pipes for ‘no’) to 
perform this deadly 
combo. 


BACK FLIP — gets 
Leeloo out of trouble 


quickly, and it looks 
(ololo) an Kolo 


SIDE TO SIDE — When 
you need to make 
precision lefts and 
rights, nothing works 
better than a quick 
side to side. And, she 
does it with style! 


PUNCH — Yes, her 
hands are also 
deadly weapons, 
registered with the 
FBI (just like Ralph 
Malph’s). 


; & 
CONTACT BOMBS — 
These little beauties 
explode on 
batoCo) n) elo emer ae Ker-1 8) 
take out many 
baddies at once 


=F 


CLIMB — Leeloo can 
do the “Monkey bar” 
thing and she does it 
quite often. The 
climbing part isn’t so 
tough, but you’tl 
always want to be 
sure you look before 
you drop down! 
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Take two quick steps 
backward, and you’ll get 
instantly rewarded with an 
extra life — all games should 
start this way! 


There’s yet another baddie on 
the other side of the fence in 

front of you. You may need to 

jump up and shoot him to get 

his attention. 


ese ee [cael yl 


Whoa! What have we here? 
Officially, it’s a secret area, 
but we'll call it the place 


where all the goodies are kept. 


Now, run straight, follow the 
roof top and go down the: 
steps. Keep going until you 
reach the wall, and then take a 
right and go down those steps. 
Here’s your first encounter 
with a bad guy. 


Once he’s dead, shoot the 
crates and grab the other 
health power-up, and then 
make your way to the left and 
shoot the electrical box on the 
wall. That will get rid of the 
energy field and let you pass 
through the opening (next to 
the box). 


Now that you’ve grabbed all of 
the goods, take a left and step 
on the teleporter thingy. You'll 
come back to the rooftop with 
the electrical box. Head over 


to the right (you should already | 


be facing that direction) and 


After he’s been taken out, 
continue along and get ready 
for another snow monster 
looking bad guy. After he’s 
done-with, grab the health. 


Once you’re through the 
doorway, you’ ll come up to a 
pipe that acts as a bridge to 
the next roof. At the halfway 
point on the pipe, turn to the 
right and you’ ll see a flashing 
circle below you. Jump down 
onto it! 


Make your way across the pipe, 
Fave Meal cod ugl—of oleh aco ianeae eli) o) 
to the floating concrete (what 
ELSE will the future have in 
store for us?) and run up the 
ramp. Shoot the containers 
that are ainda your path. 
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pass through the doorway " : 
sn a ae ot 
a2aek-l a 


ema ee | 


Walk out to the ledge and make 
the three jumps that will lead 
you to the glass. Hmmm.. 
probably ought to break the 
glass, huh? Now, jump in! 


If you want more shields, go to 
the left, and in-between these 
crates. There will be a bad guy 
as you turn the corner. 


Turn around to face the 
concrete ledge — you can see a 
health power-up floating to the 
left. 


Quickly turn to the right and 
start shooting, as you walk 
forward. You'll notice that the 
shots from the snow monster 
are bouncing off of you — thanks 
to the shield you got in the 
secret room! 


Do a U-turn, and go into the 
room. To the left of the first 
health is another health and a 
shield on top of the crate. Grab 
it, and head back to the 
doorway. 


Jump up there and shoot the 
electrical box that’s on the back 
wall. Jump back down and head 
to the right, and get on the 
teleporter — it’s time to 
regenerate someplace else! 


After you dispose of him, grab 
the health, and turn to the 
right, and take out that dummy. 
There’s more health if you need 
it (but since you have the shield, 
you shouldn’t). 


Take the path to the left, and 
get ready for two crude dudes 
when you get to the opening — 
one straight ahead and one on 
the right. After they’re gone, 
head straight and get up on the 
lower crate by the health 
(which is on the top crate). 


Now that you’re inside, go 
straight and shoot the bad guy, 
and then keep going (shoot 
anything you want to) until you 
get to the tall, thin guy in white 
(with the big hat). He’ll take a 
few more shots, but is easily 
defeated. 





After he’s dead, enter into the 
hallway and take a right. There 
will be another snowman to 
eliminate, and then you’ ll be 
free to get some help from that 
robot. Simply walk up to it and 
hit the ‘press’ button, and it 
will activate the robot to go 
crashing through the electrified 
barrier ahead of you. Cool! 


Okay, now you can get in and, 
when you do, run down the 
corridor until you get to the 
flashing sphere against the back 
wall. One shot will make it stop 
flashing and, as a bonus, will 
open up once locked rooms 
below. 


After you waste him, run down 
the hall to your left (left of the 
teleport room, as you look out 
of the room) and stop at the 
bile es. 0) C6 (00) 


N saseaammutitegyette 


Ne 
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Enter through the doorway and 
get ready for TWO of the big hat 
guys. The first will throw a 
grenade at you, just about 
wiping out your shields, so you’ Il 
have to get rid of these quick, 
before they do much more 
damage. 


‘op down to the left, and head 
into the teleporter. 


(eoeacane 


You’ ll want to enter the room on 
the right, but be prepared for a 
guard. Once you kill him, he’ It 
drop the DNA Key, and you can 
pick up another shield on the 
left side of the table. 


Once they’re gone, walk into 
the round room on the right, 
and press the computer 
keyboard on the left. It will 
activate the control arm to 
smash the fence. Before you 
jump in, though, grab the shield 
power-up over on the table to 
the right. 


Be ready! There may be a big 
hat guard waiting for you, and 
he may actually be right on top 
of you as you “energize” into 
the teleport room. If so, quickly 
take a few steps back and give 
yourself some breathing room. 
If not, you’ll run into him 
patrolling the hallways. 


Exit this room, take a right, and 
enter the next room on the 
right. Why, look, there’s another 
electrical box to shoot (you can 
tell, ‘cause it’s got the lightning 
bolt on it!). Grab the health. 





eee | "oP 


OK, leave this room, take a left, 
and head all the way down the 
hall past the round room with 
the broken sphere in the middle 
(the one you busted open 
earlier). Go straight into the 
next hallway, and take the 
teleporter on your left. 


|e 


Shoot the alien that appears, 
and then take an immediate 
left, then another left. There 
will be another alien guarding 
the teleporter. 


eer | Enis 


There’s a teleporter around the 
corner — use it. A big hat guard 
will be waiting for you on the 
other side, and you should take 
him out quickly, before he 
throws a grenade. 


Shoot the alien scum in front of 
you, and get ready for lots more 
as you make your way down the 
hall. 


enti litscesase 327 


You’ ll teleport to another 
section on this level, and there 
will be another one of those 
crazy electrical boxes to shoot 
when you first turn the corner. 


Of course, right behind that one 
is two more grenade toting 
dudes. Waste them both, and 
then head straight to the blue 
(alofol a 


When you get to the end of the 
hall, before you make the right 
turn, shoot the glass container 
on your left. There’s a purple 
robot thingy in there that will 
float down the hall and take out 
the electrical barrier at the 
end. Handy dandy! 


== |e a 


Through the wire fence are two 
bad guys, You can trade shots 
with them until they’re no 
longer in existence. 


Open the door, shoot the last big 
hat, and then press the button 
on the console ahead of you. 
That’s one mission completed, 
and many, many more to go! 
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As Leeloo, you’ ll have no gun, Continue down the hallway, 
but you’ve got some deadly until you get to the lasers. 
fists and feet. It’s time to use Jump over the first one, crawl 
them on that first robot flying under the next two, and jump 
guard over the last one. 


Once in the hallway, you’ ll 

come across a cop and a robot. The first thing you’ ll want to 
Since you’ve no guns, it will do is grab the Contact Bomb, 
take a while to kill the cop. jump up into the little area, 
Best bet is to focus on the and throw the bomb into the 
robot, with it out of the way, wall in front of you. 

you can concentrate on other 
things. 


aes 


near il 


: Leave the secret area and go 

Ah, all kinds of cool goodies, Sowhite nell £0 tg Tent. 

including a 1-up extra life. There will be another robot iXo} 

Can’t beat that with a stick! , destroy, and then continue 
along the path. When you get 
to the blue lasers, go up to the 
wall and push the panel that 
treads, “keep clear”, 
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Clo daicoleliamaalytiad(-eacoldeal ld 
and kick open the fence at the 
end (don’t forget to get the 
health). Once outside, go over 
to the robotic sweeping thing 
and push it. It will open the 
door to your left. 


Head down the corridor, and 


get ready to throw the grenade 
at the cop you come to — he’s 
around the corner, on the left 
(Kids, don’t try this at home!). 


As you go through the next 


| doorway, stay to the right. Go 


to the blue area, past the sign 


| that wants you to join up in the 


NYPD. No thanks, not today. 


| Whack the cop, grab the 


grenade, turn left, and head 


| up through the blue corridor on 


your right. 


Exit the room — use a Psionic to 
take out the cops. Take a left, 
run down and take a right, 
straight across, and then a left. 
Down the big blue hallway and 
up the yellow steps. 


Fe Ee ee 


Once the next door opens up, 
you can toss your grenade at the 
cop. With the fuzz out of the 


| way, grab the health, and then 


press the big red circle (making 
it a big GREEN circle). 


fl a 


Follow the path around until you 
get to the door on the left. Go in 
and take a right. Press the box 
on the wall to remove some 
lasers. 
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Turn around, exit stage left, Once they’re gone, press the 
then another left, and all the button that’s in the far left 

way down the hallway until you corner. Now leave the trial room 
get to the bend. Don’t follow and take a left after the steps. 
the path to the right, rather, go At the end of the hall is a chain 
into the “trial room” and take fence. Give it a smack! 

on the two cops. | recommend 

the jump kick method of cop 

mashing, but feel free to use 

your own method. 


Exit down the blue corridor, 


taking out robots as they 

appear. You'll get to a round 

room, with many locked doors — 
Climb in, make the jumps across there’s a 100% health in the 
to the other side, and smash center, if you need it. Go to the 
some more pumpkins, | mean left and past the first locked 
chain fences. Drop down and door, enter the blue hall and 
give the cop some kicks to the take out the cop you meet. 
chops. , 


: OK, here’s a cool hidden room. 
You are in the firing range, and See the funky looking texture on 
there’s another cop on the other the wall to the right, behind the 
side of the wall. Jump over and targets? Take your grenade and 
take him out (he will leave you throw it at the wall. 
with a control pass), then 
collect the goodies behind the 
targets. 


14 — MISSION 2 —NYPD 





KABLOOM! The secret passage 
leads to all kinds of good stuff, 
but to get it, you’ll need 
another grenade, As luck (or 
design) would have it, there’s 
one to the far right. Pick it up, 
chuck it at the fences, and then 
go in and grab the goods. Do | 
have to tell you to pick up the 
extra lives? | think not! 


ieee 


Continue down the hallway and 
go through the gray door as it 
opens. Toss a contact bomb at 
the cop, then head over to the 
left and collect the power ups. 


Head back up to the firing 
range, and knock down the gate 
over on the left. Go through and 
jump over to the ledge in the 
center to get even more cool 
stuff! 


| aie | 


There are three large red 
buttons in this room. Turn them 
all green, and then head back to 
the main circular area, and take 
a left. Enter the second 
doorway on your left. 


Jump back over and head back, 
Jack, Leave the range and’ get 
back into the main circular 
area. From here, take a left, 
and go into the gray doorway (it 
should be the third one on the 
left), At the box, press the 
button to get rid of the static 
force field. 


There will be a robot at the 
entrance, and a cop down 
below. Hit the switch that opens 
up the prison cells, and quickly 
use a Psionic to kill the 
monsters. Grab all the power- 
ups you see, then head back to 
the main room, 


Congratulations 


Time : O0n41-36 


Go to the left and enter into the 
second doorway. Same drill as in 
the last room. If the cop isn’t 
there, it may be because he 
killed himself by touching the 
force field around the cells. If switch. Hey — that’s the end of 
you listen closely, you may hear the mission. Better save and 
him scream as he exits this move on! 

world. Yikes! 


Now, head back up the stairs 
and go into the next door on 
your left. Nobody’s home so you 
can safely walk down to the 





Before you do anything, head 
down to the first cell and get 
the goodies, then head back 
and throw a grenade at the oil 
drum in the last cell. Go 
through the newly created 
opening. 


=F 


Grab the Psionic, and push the 
button on the console. Be 
prepared to motor; you’ve only 
got 1:30 to get out. 


Climb up the steps, grab the 
shield, and throw another 


grenade. 


beet 7? 


fa sha 


Run to the right, and don’t 
worry about getting hit by the 
robots. Keep running until you 
get to the circular area, then 
take a quick left into the next 
blue corridor. 


Once in the room, take a hard 
right, jump over the wall and 
grab the shield, then up and 
onto the ledge. Jump across to 
the other side (using the 
platform on the left) and jump 
out into the red zone. 


[= 


Go straight down the hallway, 
and then as it makes the 
corner (after the robot), take 
the left into the little passage 
way (it’s the one that used to 
say “keep clear”). 





— \e 
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Hopefully, you answered “no”, 
‘cause now it gets real tough! 
Walk down the ledge, and doa 
couple of short hops onto the 
floating platforms. 


Run directly out of the passage 
way, across the hall, and into 
the room. Once inside, take a 
quick left and then jump out of 
the window and onto the 
ledge! There, that wasn’t so 
tough, was it? 


You’ ll face another two 
monsters in this next section — 
jump and run by the first one, 
and as you get to the second 
monster, pause for a second to 
let the guy from behind catch 
up. Then do the ol’ Psionic trick 
and fry both of them at the 
same time! 


On the other side of the 
platform is one of those crazy 
jail cell monsters. Use a 
grenade on him, and then walk 
very carefully over the beam to 
the next ledge. 


Go over behind the big crate 
and hit the switch. Now, check 
out the oil drums. You probably 
don’t have any grenades left, so 
1? you will have to run up and 
punch the first one. Do a couple 


Follow the ledge down into the of back flips after you punch, 


next room, where you’ ll meet 
one last monster. If you’ve got 
grenades or Contact Bombs, use 
‘em, otherwise you’ ll have to 
beat him up the old fashioned 
way. If so, sliding kicks work 
best on these critters. 


this will help to lessen the blow. 
Should you lose a life, you’ ll 
quickly get it back because 
there’s a 1-up on the other side 
of the drums. Very thoughtful, 
don’t-cha think? 


Walk on into the next room and 
grab a cab to the fourth mission! 








How’s about another freebie? 
There’s a 1-up to your left. 


Head straight out across the 
catwalk, and get ready to 
shoot the guard that jumps out 
at the doorway. Waste him and 
then head left up the stairs. 


Kill the dude at the end of the 

room, then grab the shield off See that ledge on the building 
of the table. You might as well across the way? That’s were 
shoot the windows and walk we’re headed, so jump! 

out onto the ledge. 


} oF 


Go back out of the room, down 


Go through the doorway and up ) 
the stairs, and up the steps and 


the stairs on the left. Take out 
the guard. There’s a switch shoot the guy at the door. Go 


that you can’t use (no key) on through said door and stop at 

the left wall. To the right of eset the keyboard in the yellow 

that is a 1-up behind the é room. Press the button and 

boxes. Sweet! grab the Fire Activator that 
drops from the ceiling. 





To the right, and up a little is Quickly shoot the two dudes 
some Electrogun ammo. Grab | across from you, then head up 
it and then hop out the / the stairs. There’s a cop 
window. Run down the ledge to guarding a 1-up back to the 
the right, and then jump to the right, behind the book cases. 
platform below (it’s a pretty Once he dies, he’ll leave 
good sized jump, so don’t let behind a gun key. 

go too soon). e 


Go straight and jump over the 


book case on the floor. A Run up the steps and walk out 

screen will open up — jump onto the ledge. It’s time to jump 

through it, follow the corridor, across to the other ledge, run 

then shoot the oil drums when BH through the doorway on the 

you get to them. right, and then up the steps on 
the left. 


Back down the stairs and up the 
steps and onto the ledge. Big 
jump, then run down the 
walkway and do a U-turn. Jump 
over the gap. 


Insert your newly found gun key 
into the key slot and grab hold 
of the Electrogun. Yes! 
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Lots of guys to shoot here. 
Follow the path to the left, and 
shoot everybody (about six or 
seven guys). Don’t you just love 


ert 


You probably passed the 
archway, so go back underneath 
it, and take the steps on your 
right. 


the way the Electrogun (EG) 
gets two guys at once! 


Winb | to the platform across 
from the steps, and waste the 
guy in the room on the left. 
Jump across the platform to the 
other window, shoot it, grab the 
goodies, then get back to the 
room where you just killed the 
guard. 


Run up the steps and blast the 
guy on the other side. Watch out 
for flying cars, as they will 
inflict some damage. Get the 
dead guys EG ammo, and grab 
the shield on your way back. 


Use the walkway to get across 
the freeway — watch your head! 
Shoot the guard and press the 
button on the monitor in back. 
Grab the shield and the ammo 
on your way out. 


There’s another guard waiting 
for you — he’ll leave some EG 
EVslanlomm CloyidalcelU dp manemitlomai-la 
opens up, and wipe out the two 
baddies in the next room. 
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Once outside of the room, take 
a left on the ledge, and go to 
the edge. Turn to face the left, 
and jump out onto that very 
narrow ledge. Things are getting 
slim. 


To the right are some steps. 
Climb up and then take a shot at 
the little electircal box on the 
left. It will cause the light to 
turn red, and thus a cab will 
stop. Jump onto the cab and 
then into the building. 


Run across and pop into the 
room. Say hello to Mr. Bad Guy 
with a barrage of electro- 
magnetic impulses. To the left is 
some health, and to the right is 
more ammo and a 1-up. 


Walk straight ahead and grab 
the 1-up and the “tool”. Turn 
around, and jump back onto the 
cab and jump from the steps. 


iad cabs 


Get back out on to the ledge, 
F-Vaem (oll Co)nvmiar-laUlpleltolt ual ToN] 
to the left. You’ll be rewarded 
with lots of ammo and another 
1-up. Jump down. 


Move to the right a bit, and the 
go straight through the arches. 
After the 2nd arch, take a right 
at the fire hydrant, and then go 
left toward the red button on 
the wall. Press the button to 
raise the ladder (on your left). 


Walk down the steps, open the 
door, and be done with the 
fourth mission! 





Mission 4 starts out the same 
for Leeloo as it did for Korben; 
a free 1-up and then make your 
way across the catwalk and up 
the stairs to the left. Punch the 
dude out and get onto the 
ledge. 


mmnva os es 


Jump up and grab onto the 
walkway. Swing hand-over- 
hand, avoiding the cars as they 
come by. The yellow section is 
a good place to rest. 


cae eee 
There’s a secret room at the 
end of this hallway. Throw a 
grenade against the wall, to 
reveal a room with bountiful 
treasures (ok, just a 1-up anda 
Psionic — what were you 
expecting? Gold bars?). 
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Jump over to the other ledge, 
go right, through the doorway, 
and head up the stairs to your 
left. Use a Psionic on the two 
cops, grab the 1-up and the 
grenade, then crawl through 
the glass window on the 
bottom. 


ee 


Wait until the yellow taxi 
passes IN FRONT of you, then 
quickly make your way across 
to the end and drop down to 
face a couple of thugs with bad 
intentions. 


Turn around, and go take a 
right, into the opening. From 
the ledge, jump down to pick 
up some health, and then go 
around the corner, then down 
to the subway tracks to finda 
1-up back by the wall. 


i“ 





Starting now, things are going 
to get a bit tricky for ol’ 
Leeloo. Wait for the train to 
come back, and then when it 
leaves again, jump onto the 
track and run down (chase the 
train) until you get to the left 
branch. The easy way to go is 
to the left by doing a "jump 
left” with the shoulder pad 
(those of you playing on a PC, 
check your manual). 


When the train goes by again, 
get on the tracks and run to the 
end of the line — you’ll receive 
a Psionic for your trouble. 


Wait there until the train comes 
and goes again, then get back 
on the track and run to the next 
branch. Same drill. 





SSG iting 


There’s a Contact Bomb on the 
table, and a cop when you round 
the corner, Teach him a few 
tricks and then keep going down 
the hallway. Another cop is 
down the hall — if you get them 
together, you can say hello with 
a Contact Bomb! Ah, two for the 
price of one. 


When the trains leaves, run up 
the tracks to the first ledge on 
your left. Jump for the left side 
of the door opening, that way 
the thug can’t knock you off of 
the ledge (instantly). Get inside 
as quickly as possible, then take 
care of business. 





There’s a Contact Bomb on the 
window sill around the corner. 
Pick it up and throw it across the 
way (at the bad guy running in 
circles). Run back around the 
corner and turn to the right. You 
can now jump on over and 
whack the survivors. 


Hit the switch at the end of the 
hall (on the left), then motor all 
the way back across the 
catwalk, to the right, down the 


Go up the stairs and stay to the 
right. Go out onto the ledge and 
across the catwalk. Take on the 
cop in the room, then move on 
out to the two cops down the hall, to the right, out on the 
hall. Give them a Psioniic ledge, and onto the floating 
treatment. ship!? 





Jump from the ship to the 





SSION 4— CORNELIUS 


ledge, break the glass, take on 
the cop, and then get the 1-up 
in the left back corner of the 
room. 





Exit the room to the left, and 
pick up the CB on the window 
sill at the end of the hall. 








Go through the doorway on the 
left, and down the stairs on the 
right. Don't walk on the track, 
rather on the side of it, and 
proceed as far as you can go. 


eer 


Wait for the train to come and 
go, then jump on the track ai 
run to the branch up on the 
right. Next chance, run to the 
branch on the left (apparently 
someone is selling hot dogs and 
soda there for $1). 


i a 


After you wipe them up, go 
down and take a left. Throw a 
CB at the right side panel, th 
from the end. There’s a 1 
back there. 


Let the train go by once more 
and head over to the branch on 
the right. One last time and you 
can get to the end of the line. 
Unfortunately, the only thing 
there is a pair of goons. 


Now go into the room and beat 
up the last dude, then get the 
shield and CB from the counter. 
To the left is the bedroom, and 
there’s a plant on the shelf. 
Grab it. Mission 4 is done! 





| ri, 
Start this mission by grabbing 
the shield that’s behind you. 
Now, jump down and go to the 
left. 


Now that you’re past the gate, 
kill the guard on the left, and 
be sure to pick up the EG 
ammo that he leaves behind. 
Hop on the elevator and turn 
to the right so you can get off 
at the first opening. 


Eliminate this guard for 

another Zorg key, and get the 
Electrogun and power-upsin | 
the back of the room. Get back | 
on the elevator, going down, | 
and get off at the last room, 
which is on the left. 
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Knock down the fence and 
make the two jumps over to 
the electrified gate. You'll 
notice pink and blue lasers. 


| These are removed by doing 


random jumps. It’s possible 
that you don’t see the lasers 
because the two jumps you 
took to get here may have 
already removed them. Yup, 
it’s random, so you’ ll have to 
try different combo’s to get 
through. 


cel 


Destroy this mechanical beast 
and head toward the 
teleporter in the back of the 


| room. When you arrive in the 
| circular area, go left. The door | 


opens up and you’ll need to 
shoot another robot thingy, 


™ ee |: nel 
Once you've removed one of 
the colors, just try hopping 
back and forth in front of the 
last laser detector device (the 
white light on the wall) until it | 
removes the last laser. Goofy, 

| sure, but it works. 


| Take care of this guard and 


you’ ll receive another Zorg 
key. Get back on the elevator 
(going down) and get out at the 
next door. 


Go right, and you’ ll end up in 
another circle, with lasers 

firing everywhere. Go straight, | 
and jump over as many of the | 
beams as you can. 





Once you make it through, turn 
left, shoot the robot, and grab 
the goods. 

Turn around, go into the room 
across from you, and push the 
wall with the red light on the 
bottom. It should now be 
green. 





On the left side, in the back, is 
another panel that needs to be 
pressed. This will open upa 
teleporter on your left — get in 
there! 


Go back through the lasers, and 
then take a right. Run down the 
hall until you see four metal aha 
spiders drop from the floor. TL tt : 
When they’re toast, go into the On the right side is a panel that 
room on the left (between the needs to be pressed. 

large red columns). There’s a 

robot to waste, and power ups 

to collect, 


» 


cRREE EE | Enter the room across from you, | 
Kill the giant mec h spider, then | | and hit the switch at the back of 
fun out into the hall and take a | | the wall. Go back'out, turn 
left, and jump over all those | | right, and jurnp over the lasers. 
lasers. Enter the roomat the | Once you're back at the next 
right, kill the robot, and | intersection, take aleft, run 
replenish your health and down the hall, and turn left into | 
shields. | the red room, 


After you’ve done that, go to 


Once in the room, there are four the top left, and then make a | 
corners in the main area, each | right (you basically went behind: | 


witha console. Go pusheach | | the wall in theicenter of the 


room). You should see a 100% 
health power-up. Press the 
console next to you. 
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ficken | Ti? 


Step back, and go around to the 
left. Make your way around the 
corner, and press the console on 
the left, and then the switch on 
the wall to the right. This will 
open up a door — but don’t use 


Instead, go back to the main 
room and run to the left side. 


it. 


es 


~ Me 
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F 
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You’ll come across a guard, a 
console, and another wall 
switch. This time, when the wall 
Opens up, run through and grab 
all of the power-ups and avoid 
the blasts of steam. You’ll make 
a‘U’ shape, and come back out 
at the first door you opened up. 


we itsitcazn 


Go to the right, and press the 
switch on the middle of the 
wall. It opens up the door and 
gets you to another teleporter. 


Run through the door on the left 
and you’ ll be in a room with 
three doors. Gee, Monty, |’ll 
take what’s behind door number 
three (that would be the door 
on the right). 


we. } 


Enter the yellow room, shoot 
the big thing in the middle, then 
keep going straight back. 
There’s a robot thing on the 
right in the next room — it will 
leave a shield power-up behind 
when it’s killed. 


iP 


Bummer. That would be the 
laser filled hallway — you chose 
poorly. Oh well, jump over ‘em 
and turn to the right. Run down 
the hall and get back into the 
red room, on the left. 


fii | Fly 


Back behind the wall, to your 
left, is a bad guy guarding some 
health. Erase his face with your 
EG. Oops. The big door just 
closed on you? Who you gonna 
call? It’s a good thing you've got 
this strategy guide, otherwise 
this part of the game would 
pretty much shut you down! 





Sea | 


fica | 


Notice those red lights on the 
walls? These are the keys to 
getting out of here. First, go to 
the right side and press the 
middle one, then the far right 
one. Turn around, and press the 
solitary button on the wall to 
your left. 


Turn to the right and jump into 
the little space — you'll find 
health and shield power-ups. 
Jump back to the starting point, 
and jump into the area on the 
opposite side. You’ll get a 1-up 
and some EG ammo. 


a 


At the dead end, take a left, 
and then run into the teleporter 
that is straight ahead. 


wana 


Go to the other side and press 


| the far left light, then go to the 


other side and press the far left, 
then far right. That should do it 
— the door’s open! 


Back to the start, and then turn 
around and go through the door 
behind you, into the blue room. 
Shoot the thug and turn around. 
On either side of the steps is a 
console to press. Once you 
activate them both, you’ll have 
2:30 to get out of Dodge (or, in 
this case, Zorg factory). 


|Medabco 


Run straight out, take a left, 
and wait for the elevator. Take 
the elevator to the top, and get 
out on top of the building. You’ ll 
notice that the laser gate is 
closed. 


Go all the way back until you 
| get to the reception desk. 


Behind it is the ZF1 and a couple 
of rounds of missiles. Use the 


| teleporter on the left. 


Head up the steps, and fall off 
of the platform to the left. Run 
down the corridor and stay to 
the right. When you enter the 
round hall, go to the right, jump 
over the lasers, and keep going 
straight. 


leer | owns 


No problemo, right. Jump over 
the ledge on the right, make the 
two jumps straight across, and 
then turn left and jump up to 
your waiting taxi. Whew. 
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To the right is a big steel 
dummy ~ one Psionic should 
end his usefulness. Over to the | 
left is a standard underling. A 
couple of kicks and a "judo, 
chop, chop” will end his, as 
well, Pick up the goodies. 


fii 


| Use the Zorg key to enter the 
door to your left. Whack the 


thug, then head to the far right | 


corner. Kneel down and knock 
out the lower portion of the 


wall, and crawl through to the | 


other side. 


Get the goodies that are 
scattered about, and then 
press the switch that is in the 
middle of the wall. Go back 
down the hall, crawl through 
the hole, climb across the gap, 
and get yourself back outside, 
at the beginning. 
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| Back to the far right, you can 
| smash the cans and get health 


| and shield power-ups. 


Jump up and swing across to 
the other side, Break the 

| similar portion of wall and 
crawl through, If the spider 

| robot is in the way, use a 
Psionic on it, then crawl 
through. Turn to the right, go 
through the door and take on 

| the thug. 


me) 
lt 


Take a left, and jump out to | Make your way all around the 


the platform. Wait for the 
elevator to come up, then 

jump out on to it. Jump 

straight ahead (big jump!), and & 
land on the other side of the 
building. 


| building, until you come to the 
| balcony. You can see a big 


robot across the way. Throw 
two CBs at it, and you won’t 
see it anymore. 





Turn around and face the bars 


on the window. Throw another | 


CB or grenade at it, then hop 
on in. Hit the switch to the 

| middle door on the right, and 
then take care of the long 

| legged thing. Run through the 


| doors, down the hall, and take | 


| aleft. 


| Up the small steps, and down 

| to the end. Pick up the CB on 

| the right, and chuck it at the 
bars. Climb up and out. Pick up 

| the CB to the left, then turn 

| around and run straight 
between the wall and the box. 


es 
i by: 


Beat up the loser and then grab 
the Psionic. There’s health 
around the box to the right, if 
you need it. Climb the boxes, 

and get to the highest one, then 
jump over to the boxes in the 
middle of the area. Jump to the | 
ledge to your right and use the 
Zorg key to gain entrance. 


Jump down, and turn to the 


Run many the ramp and take the | 
first left. Take the next left, and | 
follow the path all the way 

down until you reach the strip of 
two lights (just before you 

would make a right). 


right. Go to the switch behind 
the two columns with the red 
markings. Hit the switch. 


| at a ak 


Drop down and punch out the 
fence on the right. There are 
two secret rooms in there. Get 
the goods and then come back 
to this spot. 


Go through the new opening, 
run to the back, and pick up the 
CB on the right. Turn and throw 
it at the cans on your left. Jump 
on the small crate to your right, 

| then the larger crate to the 
right of that, and then back to 
the even larger crate on the 
left. Hit the switch. 
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Climb back up to the switch, 
and jump out to the boxes 
straight ahead. Jump again to 
the ledge, and get ready for a 
thug that comes at you when 
the door opens up. Run inside 
and hit the switch on the wall to 
your right. 


* ! nee 


Turn around (180 degrees) and 
run through the door straight 


| ahead. Go down the ramp, 


make a right, then left, right, 
left, and right again. You should | 
be in the covered hallway with 
all the “Zork” signs in blue on 

the bottom of the walls. 


Go to the last door on the left, 
enter in, then take a right, and 
then use the teleporter on the | that just opened up. There are 
left. Go all the way to the back | four switches in this room. 

of this familiar looking room | Touch them all. 

(use a Psionic on the spiders), 

and watch as the doors do that 

"switch-a-roo” thing. 


| Go back up front to the door 


Smee 


Exit and go to the room across 
the way. Hit the first switch, 
and use that teleporter. 
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Kill the spider, get the goodies 
on the left, then exit the 
hallway and go through the door 
on the right (the one that is 
open). Go left, right, then 
straight, and you’ll find even 
more good stuff. 


There are two switches in here 
to turn on, then leave the room, 


| taking the second left, and then 


aright (back to the blue Zorg’s). 
Go down to the last door on the 
left, then take a right, and a left 
into the teleporter. 





Take the small opening on the 
left. There will be a 1-up anda 
Psionic. Crawl back out, and 
head over to the other small 
opening, across the way. There 
will be a fence to knock down. 


Five jumps, then you can swing 
across. Drop down, and take out 
the big robot on the right. Just 
for fun, whack him with your 
fists and feet, and watch as it 
falls apart, piece by piece. 


Climb out onto the ledge and 
head left. 


a 
es: 
tea 





Keep going until you reach the 
“Zorg” sign (if you want, head 
back a little further, and go all 
the way around the building — 
you’ ll get a 1-up and some 
power-ups), jump up the 
psuedo-steps, then turn right 
and throw a CB at the three 
things (| don’t have a clue as to 
what they could be)! 


Keep going left, across the 
catwalks and all the way around 
the building until you come to 
the moving platform (elevator). 
Take the platform up to the 
roof, and then go to the left. 


Drop down into the hole you’ 
made, and turn to face the 
reception desk. Hey — | know 
this place! Grab the stuff behind 
the desk, and then go through 
the door that is to the left of the 
desk. 
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Here’s the drill; the entire 
factory is crumbling around 
you, and you’ ve got 6:00 to get 
out. Things are going to get 
edge-of-your-seat sweaty, so 
keep a towel handy. First, start 
by going straight, picking up 
the CB, and throwing it at the 
cans. 


Continue to the back, pickup 
another CB, then throw it 
against the back wall. Run 
forward and into the four-plex 
deal, and hit both switches. Do 
a couple of back flips out of 
there, and jump to the ramp 
on the left. 


{ 


Hit the switch that lowers the 
elevator, then get on it. Get 
off, and go to the left (looking 
at the screen, it’s to the right). 


Run into the room on the left 
and hit both switches. Turn 
around, run back through the 


four-plex and jump the gap 
over to the other room, and hit 
both switches. Jump back to 
the center, turn right, and 
jump the gap. 


Walk out onto the first part of 
the ramp, then stop. A big 
drum will fall and take away a 


section of the walkway. 


Jump the gap, then wait for 
another drum to take out the 
center section. Walk around 
the edge of the circle to grab 
the 1-up. 


As you make your way around, 
you'll see a platform with a CB 
on it — down below! Jump ‘ 
down there. Grab the CB, jump 
to the platform on the right, 

and throw the CB at the drums 
to your left. 





“a mm ie 


Jump up and grab the 
overhang, and get across the 
gap. Hit the two switches in 
here, then take the elevator 
down. Get out (face north). 


Take the elevator across from 


you, and go to the right (left, 
on screen), down the steps and 
onto the walkway. Jump to the 
platform on the left, ride to 
the top, then hit the two 
switches and come back down. 


re (eee 


Now jump to the platform on 
the right, ride on up, and get 
the two 1-ups. Now, take a 

| leap of faith and jump straight 
out. You should land on a 
crate, just slightly bruised. To 
your left should be a few more 
crates, and another 1-up. 


Get off of the crate, and onto 
the small ledge below. There’s a 
gap that’s kind of tricky — you'll 
need to be as close as you can 
before you make the jump. 


wee 


Once that’s clear, go through 

the door, and then throw a CB at | 
the drums on the right. If you’re 
all out, you can kick the cans, 
and then punch open the fence. | 
Either way, go through and 
collect the 1-up. 


| Go back to the hallway, and 


take a right. Kick out the grate 


| onthe right, run down, take the 


first right, kick out the grate, 
and get the 1-up. Go back out, 
take a right, and then take the 
next left (where another 1-up 
awaits). Go left. You just dida 
U-turn. 


> 


| Take the next right, kick open 
the gate, and then run down 

| and kick open the final gate to 
finish up the level. You can use 

| that towel now. 
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The first thing to do here is to 
select the missile launcher, if 
you've got any ammo left. If 
so, select it and then jump on 
down to the brown container. 
You'll need to clear the area of 
the lethal robot snipers, so 
start off by firing a few homing 
missiles (R1 on the PSX 
controller). 


Make your way to the alley left 
of the police car. There will be 
a cop back there, Kill him and 
then grab all of the goods -- on 
top of the boxes in back is a 1- 
up. 
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Go to the cop car and jump on 
top, then hop over the fence. 
When you land, hide b 

the container on the rig 

When you're ready, step out 
and take on the cop and the 
robot, but stay close to the 
container so the other cop on 
the right can’t shoot you. 


rrr | 
Now, step out and get the cop 
on the right! Go straight, and 
jump over the lava pit on the 
left, then jump again, Run to 
the right, and take out the two 
robots and the cop on the 
other side of the fence. To the 
left is a bar, and a shield on the 
right side of it. 


eo 


Once you run out of missiles, 
select the Electrogun, Jump 
down and survey the damage, 
killing anything that still exists, 
Go back behind the container, 
to the left, and grab a 100% 
shield power-up. 


To the left is a passage way. 
There’s a mean ol’ monster 
with a gun, 50 flatten him 


before he kicks your butt! Pick 
up the subway pass, then head 
on back out and to the left. On 
the other side of the fence, to 


the left of the red double 
doors, is an electrical box. 
Shoot it to open up the red 


double doors that are in front 


of you. 





Go in the néwly opened doors, There are some steps just past 
and take a left. There’s a robot | | the guard that lead to some 
and a guard to wipe out, then | power-ups. Retrieve them and 
take a left and go out into the come back up. 

streets, There will be another , 

cop on your right when you get 

outside. 


Take a right, go down to the 

end of the street, and kill i ! 

everybody and everything. that Kick open the fence, head down 
There will be assorted goodies || the steps, and take out the 
when you're done. Now, turn monster on your right. Now 

and go back up the street, on | might be a good time to try the 
the right hand side, and go ‘freeze’ canisters that work 
down the steps that lead to the with the missile gun. Cool! 
subway, | 


Hit the switch to open the door, 
niet and go all the way to the back. 
[Ps | Grab the ammo, then go down 


the steps on your left and kill 
Before heading down the hall, | that guy. He'll leave behind 


g0 up the steps on your left and | some missiles. 
get the goods, Now you can go , 

down to the end of the hall and 

freeze the baddie on the right. 





MISSION 7 —DEPTHS OF NEW YORK -37 





Grab the missiles, do a U-turn, 
and go down the right side of 
the tracks. You’ll soon come up 
to another monster. Kill it and 
then jump to ledge on the right 
and grab the ‘flame’ canister, 


| Continue straight through, and 
| you’ ll shortly run into a monster. 


There should be one more 
monster to your right. This area 
should now be clear of beasts, 
so you can search around for 
awhile. Once you’ve got all you 
need, head down the tracks to 
the big opening at the end. 


Up and to the right of that bad 
guy is another one; kill him and 


Kill him, and look for any health | destroy the drums as well. This 


and ammo that may be lying 
around. Keep going straight, and | 


be prepared for another 


monster when you get to the 
lighted area — he’ll be on your 


left. 


Go through the opening and 
take an immediate left, Kill the 
monster and get the Elevator 
Key. Back up and take out the 
monster on the left. After he’s 
dead, you may need more 
shields. Back at the entrance 
was a 100% shield — get it! 


an 


Go up and take the next right. 


Shoot the stuff blocking your 
path, then proceed through the 
door, It will open up 
automatically, thanks to your 


opens up a door on the left. 
Guess what? That’s where we’re 
going! 


Once inside, follow the path, 
kill the bad guys, and pick up 
the good stuff. Sounds familiar, 
right? At the dead-end, shoot all 
of the oil drums and collect the 
power-ups. 





: 


Head over to the sewer looking 
area, and take the first left and 


| then turn to your left. Hit the 


switch against the wall. Then go 
right, left, right. Down the path 
you’ ll come up to another 
monster. Kill him, then turn to 


| the right and blow up that crud 


sansa Sib ada 


in the way of the switch. Hit the 
switch. 


Turn around, and then go left, 
left, right, right. You should be 
in the green, gooey looking 
area. This must be where the 
monsters do their recycling. 


Take a right, kill a monster, then | 


follow the path all the way 
around until you come up toa 

| switch (on your right). You know 
what to do! 


| Turn back, and go the way you 


came (left), and then go 


| through the new opening 

| straight ahead. Back in the 

| sewer — take the first left, open 
| the door, then waste the baddie 


Continue down the path, open 
the door straight ahead, then 
take a left. Turn to the left, and 
notice the switch on the wall. 
Hit said switch, then go right, 
right, left, and then right to 


Elateaal ary ai weia ban (olU 1 (010) (olr-l to) 
find a 100% shield power-up. 


| 
Hit the switch, then turn around 
and go left, then straight tothe | 
green area. Around the corner 

| onthe right awaits a baddie. 

| Drop him like a fly and then 
follow the path down to the 

| sewer on your right. 


Go straight in, kill Chewy, then 
jump up to the platform and 
end this mission! 








Survey the area for power-ups, 
then climb up on the boxes in 
the back alley (to your left) 
and get the 1-up. 


Jump down below and run a bit 
to the right. Turn to the left 
and there will be three cops. 
Chuck a CB at them. If one 
should live, run over and to the 
martial arts thing on their 
head. 


Jump on the NYPD vehicle and 
hop over the fence. There’s 
only one cop here, so just go 
beat him up. Make the two 


Jump onto the platform and 
take a right. There’s a 100% 
health power-up. a CB, anda 
cop. Get them in whatever 


jumps over the lava pits, and 
whack the cop in the area. Go 
into the alley and wax that 
cop, then crawl underneath 
the opening. 


Run up the steps and then 
make the BIG jump across. If 
you fall down (and you will), 
crawl back under the fence 
and get back the same way you 
came. Once across, jump to 
your left, run down the ledge 
and whack the cop. 


order you prefer. 


Keep going, and take care of 
the next cop, then take a left. 
There’s a strange looking, gi 
lizard that needs to be dealt 
with, and then you can collect 
the Police Pass and the CBs 
that are scattered about. 


ack hs 


Turn around, and follow the 
path all the way around to the 
security door — it’s a good 
thing you’ve got the pass! Oh 
yeah, there will be another cop 
to waste. 





Go inside, take care of 


business, then follow the path. | 


There’s another “blue” on the 
steps, and another one at the 

bottom. There’s an electrical 

box on the wall that needs to 

be kicked. 


Go back up the steps, and look 


for the opening on your right 
when you reach the top. Jump 


| out onto the moving platform. 


TOF 


[iat | 


| Get off at the bottom, turn 


right, head down the hall and 
kill another lizard. 


| At the end of the hall you’ ll find 


100% health and a CB. Get 


| them, and then head back.Go 


back down until you get to the 


| switch guarded by another 
| karate lizard. Kill him and then 
| hit the switch. 


Go back the way you came, and ato [tats 
| stop at the new opening on your rT hil 
left — into the green area. Once Go down to the left, wax 
inside, there’s another gecko | another green guy, then climb | 
and a big ol’ hideous looking on the blue rafters to your right. | 
thing. If you’ve got a Psionic, On the other side, drop down to | 
now’s a good time to use it! pick up a CB, then smack the 
lizard on the other side of the 
door. 


i 
Ce 


eee 


Run down and use a Psionic at 
the first intersection, killing two 
greenies and a beast. Head left 
and continue down the hall, all 
the way to the end. 


| Pick up a Psionic in the right 

| hand corner of this room, and 
get a bridge key from the 
remaining lizard. Take a CB and 
throw it against the orange wall 
with the three drums in front of 
it. 





jeer 


Huge beast! If you’re out of 

Psionics, it will take up to four 

(depending on how close you 

are) CBs to kill him! After he’s 

_ gone, kick the lower part of the 
wall and you’ll open up toa 

stream of green goo. 


Kick open the fence, and take 
on the lizard on the other side. 


Next, punch the lower fence (on | 


the left) and crawl through, all 
the way through the other low 
opening. 


Toss a grenade up to the porch 
on your right, thus ending the 
life of yet another lizard (isn’t 
there a pest control service in 
the 23rd century?). Crawl 
through the opening. You’ll be 
greeted by another frog man. 


eer 


Jump across, and then jump 
over to the left. There are lots 
of goodies, including a 1-up. 
Jump back, and run all the way 


| to the corner where you killed 


the first big beast. 


|ietisk 


| Look out to the water, and jump | 
to the ledge on the left. Walk to 


the edge of the ledge, then turn 
to jump to the column in the 
center (go all the way around 


| the column to get a 1-up). 


Go around the corner to find 
another one (these things 
multiply faster than rabbits) 
guarding some sort of “nerve 
center”. Each of the panels has 
a button, so press all three of 
them. 


Go around the column, to the 
left, and jump straight across to 
the next column. Then, jump to | 
the ledge in front of you. 


at 


Exit the room, going left, then 
left again. You’ll need to jump 
straight over the hole — use the 
ledge on the left, it’s safer 
(though, admittedly, not as cool 
as making one BIG jump). 
Whack the greenie. 





Continue down the hall, 

| stopping at the big hole. Throw 

| aCB across to knock out the 
wall and open up a secret room 
with goodies. If you time it 
right, you can also take out the 
lizard that’s to your right. Get 
the goods, then jump to the left 
and... 


Hit the switch in back, then 


| bridge until you see the lizards, 
| then chuck a CB at them. It 

| should knock the fence off 

| that’s behind them. 


fii 


. ee | Jump up there and follow the 
ere eae ! | path to the next right, where 
| you should see an elevator 
| column. Take it up to the top. 
Walk out to the next area, and 
throw a CB at the lizard across 
the way. 


jump to the left, and go through 
the new opening on your 
immediate left. Run down the 


eer 
eon 


| Not only should the CB kill the 

| lizard, it should have smacked | ee 

| the electrical box on the wall, TTitt | 
thus turning on a moving Jump off and grab onto the blue } 

| platform to jump to. Make a big hang-y things, and make your 

| jump to the blue platform, then | way to the end. Drop off and 

| ride it up to the top. | jump into the room on the left. 


s — 
= a 


ere ere 


Pick up the grenades that are on | Se Jump up and get the goods at 
either side of you, and then go To get up ‘there’, use the small the left end, then go to the 

get the two lizards that are just | | ledge on the right. | other end and kick the electrical | 
a bit ahead of you. Up above | box on the left wall. Drop to the” 
them is a huge sucker, so you ledge on the right, and go 

might as well launch some CBs: | through the door on the left. 

at it before you get up there. . | This mission is in the books! 


MISSION 7 —DEPTHS OF NEW YORK —43 





* 


Start this mission by picking up 
all the goods in the room — 
ahh, there’s the Mangalore 
gun. This is the good stuff! 


Shoot the two nasty looking 
cops, and then break the glass 
on the right and kill lizard boy. 
Hit the two switches on the 
console, then make your way 
back to the hallway and head 
right. 


When you get to the door, it 
will auto open, so be quick 
with this cop, then keep going 
to the back for another thug. 
Turn right (but don’t jump) and 
launch a missile at the dork 
way down there. Aren’t those 
missiles great? 

sie 


In the room past the lasers, on 
the right wall, is an electrical 
box. Shoot it to remove the 
lasers — duh! Head on out and 
eliminate all the baddies in the 
area. 


Go back to the main area, and 
head all the way around to the 
right. Go in the room, and 
break the glass and jump on in 
the next room. Hit the switch, 
grab the goods, then loop back 
around to the hallway. 


Make two jumps, grab the 
shield, and then turn slightly to 
the right and shoot the 
electrical box on the wall. It 
will open the door in front of 
you. Jump up, kill the lizard, 
press the switch, get the 
goods, then jump out to the 
ramp on the left. 


Make your way to the right 
side, wasting a few more goons 
along the way. There’s a switch 
on the left side, next to the 
door, when you’re facing the 
red lasers. Hit the switch and 
mosey on in. 


ampere! dete | 


As you do, you’ ll see an 
opening, which was created by 
pressing the last lever. Step 
down and get the health and 
100% shield. Back out, then 
take a right and motor down 
the hall. 


mre cra 


Back up a little bit, then get a 
good running jump onto that 
platform. Once there, turn to 
the left and wait for another 
platform to come your way. 
You can see it come from the 
left, so you’ll want to jump as 
early as you can, then quickly 


jump again to the room behind i 


the moving platform. 





Once inside, wax lizard breath, 


pick up the goodies, and hit the | 


switch. Stand at the doorway 
and wait for the platform, then 
enjoy the ride. 


feria r 


Go left, shoot the dude, grab 
the grenades, then head back 
| and go to the far right. Get the 
| flame canister, and take the | 
| platform down. If it’s not there, | 
go ahead and jump down. | 


| The top is heavily guarded; two | 

| greenies, a blue-y, anda 

| brownie. Hit the switch and | 

| make the two cars rise — |’d like | 
to see David Copperfield try 
that one! Shoot the glass 
window and jump down. Look 
out below! 


] 


You'll pass by a room full of 


| Cops; toss a bunch of grenades 


(using the Mangalore) in there — 


| quick and easy! After that, 

| jump into the landing area on 

| your right, and be sure to pick 
up the goods. 


| There’s a cop to your left when 

| you land. Continue going left, in 
| acircular manner, You’ll come 

| across a frog, and a guard next 

| toaconsole. Get rid of him, and 
| hit the switch. 


take it up, and then walk out to 


| the right side, where you can 

| make the jump to one of the 

| cars. Jump, big jump, to the 

| next car, and get ready to shoot 
| aguard on the platform across 


Ligue. 


Take care of the baddies, one on 
the left and one on the right, 
then go left down the hallway. 
Enter the room on your left (this 
is were the guys were that you 
tossed the grenades at) and pick 
up all the power-ups. Exit the 
room and go straight down the 
steps, waxing the thug on the 


| Keep going left, killing two more 
lizards and picking up some 
much needed ammo. You'll get 

| toasmall platform — jump on it 
and then hit the switch to go up. 


| Once he’s out of the way, jump 
| across and head to your waiting 
| taxi. Next! 
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The first six steps (shots 1-6) 

are the same for Leeloo as they 
were for Korben. To recap; go 

to the right and wax some cops | 
and a lizard, run down the hall | 
& hit switch, enter room, doa 
Psionic on two cops, break 

glass, hit two switches, run 

back to main area (all the way 
to the right), get shields and 
health off of platform, go right 
down hall. | 


ne the j jump, then take the 
pipe to the left down to 
another switch (on the left). 
Hit the switch, go back across 
the pipe, and into the room 
that just opened up. 


Take the pipe to the other side, 
and get ready for a big nasty, a 
lizard, and a cop, otherwise 
known as the Three Musketeers 
(or Three Stooges — you be the 
judge). 
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| When you get to the platforms | 
| above the lava, turn to the 


left, and crawl under the 
opening. Go left, and walk 
across the pipe. Go left a few 


| steps, then jump out to the 
| platform on your left. 


| Whack the guard, hit the 

| switch, then go back over the 

| small pipe to the right and hop 

| onto the new platform. | 


Once inside the room, there’s a 


| console on the far side. When 


you hit the switch, the red 
door to the left opens up, and 
a big nasty comes out. Slide 
kicks work best against him! 


Hit the switch, turn to face the 


| pipe, then jump to it. Go left, 
| and get in position to jump to 
| the new ramp. 


| Jump up and grab the hang-y 

| thing, and go all the way 

| across. Drop down on the ledge | 
| before the metal platform, and | 
| then jump across. | 


There’s a switch in the red 
room. Press it, then crawl 
through the whole. Grab the 
goodies in this room then use 
the teleporter back to the red 
room. 





Run straight to the yellow/black 
ledge, and take the elevator 
down. Enter the room and use a 
Psionic (if ya got one) on froggy 
and nasty. Go down the hallway, 
grab the CB off of the back 


shelf, then punch out the fence 


to your left. 


To the right is alittle platform | 
of the moving variety. Take it up 
and go through the door on the 
right. Wax the cops, and take 

the long path to the left. 


Throw a CB at the cop at the 
end of the hall, then make the 
jumps across the platforms, 
picking up the CB and 1-up along 
the way. 


Make the jump, then get ready 
to toss a CB at a nasty. Past the 
sliding glass doors is a cop, then 
another catwalk to the right. 
Run down, then stop before the 
first right. Turn right and chuck 
a grenade at the two cops 
shootin’ you. 


a 
cP 


Use the teleporter, and then 
throw a CB at Mr. Nasty. 
Continue down the hall, then 
crawl under the opening on the 
left. Eeeks, another nasty. Kill 
him, then run down and wax 
three more coppers. 


Go right (to where the cops 
were) and open the door on the 
left. Two lizards and a console — 
flip the switch. 


wee | 


Go back out, and straight across | 


the catwalk to another console. 
Flip the switch, turn around, 
and take a left at the catwalk 
intersection. In the room, and 
to the left, isa greenie anda 
nasty. Throw a grenade down 

| there and hope it works. If not, 
try again. 


| When they are dead, run down 


there and take out the cop. Run | 
through the red door frame, and 
then the blue. On to #9! | 











Go right and take out a chewy. 


Go back past were chewy was 
Standing, and punch out the 
billboard to the right of the 
desk ~ there’s health and 
shield power-ups in there. 


aes i ak 


Exit the room through the 
doorway that’s up and left, 
then run straight through 
(under the sign flashing 
falert’), and take the next 
right. Flip the switch on the 


left. 
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Go to the left, and stay to the 
left of the stairs. Enter the 
yellow room, where you'll find 
another chewy behind the 
desk. Grab the Electrogun, and 
take a Custom Pass from the 
clothes on the right. 


Go straight, and enter the left 
side door into “Customs” and 
hit the switch in front of you. 
Pick up the grenades, then 
back out the way you came, 
and take a left, Head up the 
Steps on the right. 


eatin 


At the top of the stairs, ta 
right, then a left, and kick 
open the fence at the back, to 
the left. Go in and stop at the 
door on the right. 






fee 


Shoat the box to the left of the 
door on your right, enter in and 
wax the two cops. Hit the 
switch, pick up the goodies, 
exit and go to the left of the 
Stairs (exit left, then take a 
right (at the intersection) and 
fun all the way to the end). 





Jump up on the ledge onthe | j fetes 
right to cross over the hole. Go | Step back and tossa grenade — | 
to the back, kick open the | against the fence with the fan. 
fence, run back and launch a | After you blow it up, go 

grenade into the fence. Run through the door on your left, 
down the catwalk and take out | and hit the switch on the left 
the robot in the upcoming wall, 

room. 


Go down the hallway on the 

tight, shoot the cop, and open pear ees 

the door on the right by Open up the door on the right, 
shooting the box next to it, Go go in and whack the cop in the 
through the door and at the upper left corner, and then the 
end of the hallway is a robot in one in the lower right corner. Go 
the next room, guarding the to the first (closest to the door) 
switch on the wall, Hit them green shelf thing, and give it a 
both and go to the end. kick. 


Ie 
Exit this room, and head all the 
way back to the point where you 
shot the box to gain entrance 
(right after you climb the 
steps). From here, take a right, 

eer shoot the box on the left, go 
Now you can enter the room and inside and take a right. 
grab all of the goodies. hw 





Kill the blue guy, continue into Continue down the hall, up the 
the next room, and get the cop steps, an the switch on the 
on your left. Turn around and left side. Don’t go through the 
hit the switch behind you, then door,rather, run all the way back 
go left, open the door, and take to the room with the goodies — 
out the robot. start on the right side and pick 
up the missiles first, then the 
stuff against the wall, and 
lastly, grab the detonator (looks 
like a key) on the left side of the 
shelf. 


You now have :30 to get back to 
the door you opened just a 
moment ago, once there, go 
through the door on the right 
and flip the switch (or, put the 
detonator ‘in’) of the first box 
on the pile of rocks ahead of 
you. Step back and watch it 
explode. 


Run back to the room where you 
got the detonator, and grab 


another one. Run back to the 
rock pile and put that one in the 
next box. Step back, and to the 
right, and after the rock 
explodes, run in and shoot the 
monster that appears 
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Back to the room with the 
detonators; grab one, and head 
back to the rocks. Put this one 
on the rock in the middle of the 
area that opened up with the 
previous explosion 





Back for another detonator. As 
you go to the same area of rock, 
put this one on the left group, 
far right (see screen shot). After 
it blows, go in to the room 
behind the rock, kill the 
monster, and grab the Water 
Activator that’s behind the 
desk. 


Guess what? It’s time to head all 
the way back to the room with 
the detonator, grab one, and 
this time, at the rocks (the room 
above is to the left), take a right 
and run all the way down to the 
end, where a switch awaits (it’s 
behind the cop you shot to get 
the Vent Key). You may want to 
try a practice run, just to make 
sure you’ve got it down — you’ ll 
need all of the 30 seconds! 


{ica 


Go back into the yellow hall, 
wax the monster, then run to 
the end — c’est fini! 


Leave the room and head left. 
There are two cops waiting for 
you on the right side, behind the 
crates. Kill them and keep 
going, wasting all the cops until 
you wax the one in the back, 
holding the Vent Key. 


Go back there and take out the 


two cops, then press the button 
over to the left, which opens up 
the door behind the counter. 





DON’T open that door! Instead, 
why don’t you turn to the 
right, smack the wall, throw a 
CB at the fence across the gap, 
and then jump over there? Now 
doesn’t that make you feel a 
whole lot better? 


Use a Psionic on the two 
chewys, then run down the hall 
until you get to the fence. 
Knock it down and then crawl 
ETalel(el ce}o won ugl-mn i (ole) 9) -1(0)((4 


Turn around, run out and then 
hit the switch to get into the 
custom area. Go straight 
through and hit the switch in 
the customs area to open up 
the lasers guarding the stairs. 


Pick up the grenade behind 
you, then get ready to toss a 
CB at the next chewy that 
walks in. Run out and go right, 
and grab the Custom Pass out 


of the clothes in the yellow 
room. 


Leave the area, go left, and 
then head on up the stairs. At 
the top, go left, hop up the 
ledge on the right, and go to 
the fence in the back, on the 
right. Knock it down. 
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i FF 


Run down the corridor and 
throw a CB at the fan/fence 
combo. Go inside and whack 
the officer, and take the Holo 
Key from him. Turn around, 
and go back the way you came 
— all the way to the top of the 
stairs. 


eis se | overlie 
Keep going and take a left, and 
go back to the fence. Smack 
the fence, run inside and chuck 
another CB at the fan/fence 
combo. Run in and keep going 
all the way down the corridor 
until you get to the room with 
the green globe floating over 
the table. 





Hit the switch to the right of 
the sphere, then run back 
down the hallway, and stop 
when you get to the top of the 
steps. You’ll see the opening 
your created on the right — 
crawl through. 


Jump onto the box with the 
Psionic, then drop down and 
open the door on the left. Get 
on the conveyor belt (headed 
right), and run past the chewy. 


| Take the second right, and stop 


on the safe blue area. Turn 


| around to see the two chewys 
| inthe background. When 


number 3 gets there, use a 
Psionic and wipeout all of 


ere 


| Turn around, and run down this 
| crazy torture chamber, avoiding 
| the lasers and other obstacles. 


At the end, turn left, killa 
monster, and go to the far back. 


| You should see a chewy on the 


other side of the glass (which 
you can’t break), anda 
conveyor belt. Toss a grenade 


| onto the conveyor belt and 


| watch it roll toward chewy — 
| cool! 


cP 


Go back down the hallway, and 1 Go ie the left, and jump onto 


take the first right. Stop at the 
ledge and wait for a platform to | 
come by. Jump up and grab onto 
it, then float to the other side. 


| the rising platform. Jump out at | 
the top, avoid the hook, and 

| jump onto the green ledge to 
the right. 


i 
] 
| 
] 
| 
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From here, jump to the blue 

conveyor belt ahead, then | 
| quickly jump to the green ledge | 

slamagoyetevonmiaar-ter-laCeHaliaiant= 

switch on the left. 


Jump on the column to the left, 
then jump to the moving 
platform ahead. There’s a 1-up 
to the left if you dare. If not, 
jump on the green ledge (on the 
left). 
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Jump onto the moving platform, | 
turn left and jump into the | 


Up to the green ledge, then turn 
left to hit the switch. If you 
want another 1-up, there’s one 


opening for a 1-up. Turn around, | 
wait for the platform to come 

back, then jump onitandtake | 
it to the end. Jump to the static | 
platform on the left. : 


in the cubby hole on the right. 
Step back down to the static 
platform, and then jump out to 
the new moving platform. 


Jump into the cubby and take 


the teleporter. Run down the 
hall and enter the room on the 
right. Hit the switch, turn 
around and run into the big 
room with the little floating 
bubble things. 


[avai 


Obviously, you don’t want to get | 


| too close to the floaty things 


(also known as teleport 

bubbles). To avoid them, go 
around the room, starting at the | 
left side. Follow screen shots 
18-29 for exact turning 

locations. Should you touch the 


| tiny bubbles (insert Don Ho joke | 
| here), you’ll be teleported back | 
| tothe conveyors, where you'll | 
| want to get offatthesecond | 
right, otherwise you’ ll get 
steam rolled. | 
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i 
Once through, jump up onto the 
blue overhang, and make your 
way across. Drop off at the first 
right to collect a much needed 
1-up. Get back up, then go to 
the right, drop down, and kick 
out the fence to complete the 
mission. 
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This level is all about agility, 
quick reflexes, and timing. 
But, before we get started, run 
down the hall and kick the wall 
in that has the picture of the 
boat on it. 


Run down, kick open the 
fence, and get the goodies. 


= rere | 
Head back and stop before you 


go through the blue doorway. 
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ees 


There are sixteen phones out 
there, eight on each side. 
There’s a cursor at the bottom 
of the screen to help point you 
in the right direction. Simply 
follow the arrows and take a 


clean route to the phone — you 


can’t lose time by bumping 
into things! 


cal ah ace 
G on anges 


You get 24 seconds to start 
with, and then 3 seconds will 
be added on each time you 
shoot a phone, It may take a 
couple of tries, but you should 
get it down shortly. 


After the last phone stops 


ringing (thank goodness!), go 
back to the entrance, turn 
right and end this quick, but 
totally rad, mission. 
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Go down the hall, take outa | Go straight down to the end of | | Jump up onto the ledge, then 
monster on the left, then hit | the area, and take a right. Wax | | take a step down below. Turn 
the switch over to your right. | thechewyintheroomonthe | | to the left and jump on that 
Turn around, hit the switch right, grab the grenade, then | | ledge (pick up the power-up), 

: across from you, then grab the | turn around and shoot the | | then jump down to the next 

‘ammo in the room to the right, | | boxes against the wall. | | ledge on the left (get the 
and the one behind you. | ; , | missiles), and finally, jump 

down and turn to the left. 


| Run in and waste the monster 
on the other side of the wall. ; | 
| Go around to get the grenade | Toss a grenade back there, and 
| he left behind, then go back all | watch as the red lockers 
the way around, and knock out. | explode. 
| the screen that’s in the room 
| on the right. 


Go into the opening, andtake | Geeeeeees. 
out the two fisted shooting Hit the switch on the OTHER 


baddie on the left. Turn back | side of the column, then go in 


Go back around to where you 
just came from, and jump onto | to the right, and go into the | the room on the left. There are | 
the red ledge. Drop down, and _| blue room, killing the chewy . two rooms on your left, and a 


Hore to all of the = behind the wall on the right. center console. Enter in the 
platforms until you reach the ene p l a! first room on the left (where 


top. ms chewy was) and hit the switch. 





wae eee 


| Exit the room, then take a 
right, and then a left. You 
should be in the hallway with 
the red room on your left. 


| ib ak nt 


Next, go to the room on the 


right, and hit the center switch. | 


Hit it again. Back to the center 
room ~— hit this switch twice. 
Back to the room on left; hit the 
switch. The lasers should now 
look like this screen shot. 


Keep going down the hall, into 
the blue room. Hit the switch at 
the back of the column, then 
exit the room. Go back to the 
first blue room, and take a right 
into the next room. Hit the 
switch behind the column, then 
enter the door on the right (the 
one that just opened up). 


Go back to the first room (skip 
the middle one), and hit the 
switch. One last switch in the 
middle room should do the 
trick! Go left, then right — 


through the opening in the 


lasers. 


Hit the switch behind the 
column, then the one on the 
front side — you’ ll see the lasers 
move. This is the beginning of 
the "move the lasers to clear a 
path” puzzle. Go back to the 
room you just came from and hit 
the switch on the front side of 
the column. 


a 


| cel 


Up the steps and to the right — 
kick out the fence. Make the big 
jump and grab the 1-up and the 
Cockpit Key. Jump back across 
and go to the right. 


Go in the room, turn left, and go | 
over the lava — make the jump | 
in the middle, and then launch a | 
missile at the big monster in the | 
next room. | 


| Kick out the fence, and jump to | 
| the ledge straight ahead. Jump 

| to the right, and follow the 

| jumps down to the bottom. 
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Climb the steps on the left and Een rd a 
hit the monitor at the top. Jump PTT 

down and go through the new 
doorway. You can jump the 
holes in the floor, or throw a 
grenade and blow up all of the 
crud on the sides, and then run 
safely along the edges. 


Either way, there’s two chewys 
when you get to the end. Wax 
them both, then blow up the 
boxes in front of the door. Motor 
down another lava laden ramp, 
and looky there, another chewy! | 


Climb up the steps and hit the 
switch. Jump down and go 
through the door, get to the far 
right edge, and jump out to the 
platform. 


ab 


Turn around, run straight back, 
and jump to the platform on the 
right. Go straight through the 
opening, and use the ZF1 on 
chewy. Go straight back, get to 
the center piece and hit the 
switch 


Make two more jumps to the 


| back, hit the switch and grab 
| the power-ups. Go back the way 
| you came. Shoot the boxes on 


your left and go through the two 


| doorways. 


Back out and to the left, take 
the platforms all the way 
around until you get to the door. 
Shoot the monster on the left. 
Follow the platforms to your 
left. 


Run and jump straight for the 
monster that’s shooting you — 
use the ZF1 here, it works great. 
Go around to where it was, and 
hit the switch. 


Shoot the boxes you come to 


| and take a left (if you want 


some more power-ups, they are 
to the right). Enter the room, 
take out chewy, and shoot all 
the boxes. 





Seenenl 


= as a ot | 


Back behind where chewy once 
stood guard is a bonus room 


with some good stuff — lots of 1- 


ups! After you get them, go 
through the door on the left, 
and hit the switch at the end of 
the walkway. 


The sections that have three 
lasers are a little tricky. Try this 
theory; jump over the first one, 
move past the second, then run 
and jump after the third. 


~~ Congratulations. ~~ 


In the next room, there are 1- 
ups on each ledge, to your left 
and right. Since you may have 
lost a ton of them on this level, 
it’s a bit of a consolation! 
Anyway, to finish up, simply hit 
the switch on the right. 


Jump onto the elevator and 
take it down. Avoid the three 
lasers, one at a time, then wax 


the monster around the corner. 


Three more lasers and another 
chewy. 


ii a 


Eventually, you’ ll have to fire a 
missile or two at a monster — 
you'll know when because it will 
be shooting at you! Soon you'll 
get to a red doorway. 


2.80 oo ee 
Boo ee oe 


we 


Three more lasers, then a 
platform to the left (at the 
dead-end). Jump up and then 
get ready to play more laser 
leapfrog. 


& i! 


a 


a 


= | ca easy J 


Once there, the key to avoiding | 
those Laser Blast looking 

objects is to use the sides of the 
walkway. First to the left, then 
the right, then up and out! Piece f 
(0) et on 





Go down the hall and take out 
the chewy. Hit the switch on 
the right and then run down 
and go left at the opening. 


mee 


(ists 


Snag the 1-up, then head back 
up and down the hall. Jump 


aor 1 iced | 
Take a left, inside the room, 
and punch out the wall. Drop 
down below, and head left. 
Avoid the furry things, keep to 
the left, and jump onto the 
left hand ledge. 


Make the jump across, and 
take the next right into the 
yellow hallway. Go left. 


over the Furries, and keep 
going (and jumping) until you 
reach the CB in the right hand 
corner. 


ee 


| a at 


7a, 


When the door opens, chuck a 
CB at the two monsters. Throw 
two grenades at the pedestal 
with the blue canister behind 
it, then go and press the other 
pedestal. 


Run back down the hallway and 
take the first left. Wax chewy 
and then blow up the pedestal 
with the blue canister (I sense 
a theme here). Press each of 
the remaining three pedestals, 
then run out and take another 
left. 


Hey, nothing to press in here, 
but you can kick the window 
and get the health power-up. 
Exit the room and go down the 
hall, taking the first right. Go 
baimohaal—mcolelnne-lalemanlcel’leniaats 
green doorway. 





Witsoe Ce | te ae a 
Make the jumps across, then 
10) (oA) om ap(oH ofe). Congo) ant oHe]WalclE 
side. line up to the right, 
before you throw the CB or 
grenade. Then, after the 
smoke goes away, time your 
first jump so that the electrical 
cable is just getting to the far 
ie 


Don’t hesitate between jumps. 
Do four rapdi-fire jumps, then 
crawl through the opening 
before the wall comes back 
down. 


hntitionmmua eee o 


Once through, jump up and 
smack the fence on the left, Run 
down the corridor, smack 
another fence, then jump down 
to the Furries. 


When you get to the 
intersection, take a right and go 
through the door to get the 
bonus 1-up. Head back to the 
intersection, take a left, and 
stay on the left side of the 
hallway, 


Back down the green steps, 
jump over the blue stuff, and 
| get to the top. Chuck a grenade 
| at the boxes and make your way 
past the cables. What?? it’s as if 
you’ ve turned this level inside- 
out! 


hemtae ee 


At the first hole, there’s a fence 
on the wall. Smack it, then keep 
going straight, avoiding the 
furry creatures and making your 
way through the red corridor. 


MPC i foo 


Grab the 1-up, go left, and 
make your way back to the 
yellow rooms. Run out the first 
one and take a right, then 
another right. 
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| Go through the door on the 

| right, and then the one straight 
ahead. When you get to the red 

| area, throw a grenade to the 
chewy across from you — I’m 
sure he’ ll appreciate your 
kindness. 


You should be going up the blue 
steps on the right, and you’ll 
run into two chewys in the room 
to the left, at the top of the 
stairs. Don’t forget the power- 
ups, and the switch across from 
the health. 


Go straight, make a jump, then 
turn and take care of the thug 
at the switch. grab the Psionic 
and hit the switch. Turn back, 
console. Turn around, and go make the jump right, take 
back, make a left, and run another right, and follow the 
through the door. jumps to the next door. 


Make your way around to the 
center, where the monster is 
taking shots at you. Wax him 
then hit the switch on the 


Get the Psionic on the ledge, 
then make a couple of jumps, 
and whack the fence on the 
left. A few more jumps, another 
chewy, and a door on the right. 


F 
e. 


673 


, 


When you get in the next room, 
there will be a two gun chewy 
on your left. Waste him and 
then press the switch in front of 
you. 


| Take care of the dude in the 
| yellow room, then smack the 


fence on the right, jump in, and | 
take a right. Jump into the 
opening on the left (remember 
when you opened that?). 


Throw a grenade at the boxes, 
and grab the 1-up. Stand to the 
right of the railing in front of 
the boxes (see screen shot), and 
throw a grenade to the the 
boxes below (slightly to the 





bieicemumn Oe poor SSP 
Jump down and get the chewy 
in the back, to the left. Press 


the switch to the left of where 
he was. 


MSH 


Grab the Psionic, then turn to 
the left and knock down the 
fence. Jump to the little ledge 


on your right. 


Turn around, up the steps, and 
out the door to the left. More 
Furries! And soon, a chewy! 
Down the hall and through the 
door, to another thug. Hit the 
switch on the right, then exit to 


aoa faa | al 


Turn to the right, go up the 
steps, and then jump out to the 
ledge across from you — where 
those crazy swinging things are. 


sista Leer | ‘SP 


Drop down, and run to the left, 
all the way to the back. Hop up 
some crates, and you should be 
next to another blue canister 
(and blue crates). Throw a CB in 
to the mix and then get Bruno. 


| at ab oa 


: | 
Time it right, and don’t stop - Herpes fecisuhey 


the floor is moving and will spin 
you off. Do a quick jump to the 
next platform! 


s. 
| Fal 
Turn to face the swinging things, 
and then time your jumps. Onto 
the next jumps, and finally, to 
the chewy shooting you. Take 
care of him, run down the steps, 
throw a CB at the crates, get 
the goods, and hit the switch on 
the right. 


Fal 
Into the room, and one Psionic “lb 
should take care of two 
monsters. Hit the switch on the 
left, then go up the stairs on the 
right. Two martial arts dudes to 
take care of, then collect the 
health and stuff. 


To the right, and then take a 
seat in the cockpit — this baby’s 
done! 
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Let’s keep it simple — run 

into the big ol’ open space and 
waste a couple of chewys, then 
head up the stairs, to the right, 
and waste some more. Prepare 
to lose a few lives on this level! 


juss 


Go all the way to the end, wax 
another Mangalore, through 
the door and and hit the switch 
in the back. Turn around, jump 
over the railing, and head up 
the stairs, going to the left. 


Enter in the next hallway and 
wipe out another monster. Dive 
to the table on your right, 
crouch down, and wait for 
another one. When it gets 
close, hit the L1 button and let 
‘er rip! those cool moves will 
come in handy on this mission! 


Flame a couple of more guys, 
then get ready for a chewy 
trying the ol’ moving cart trick! 
Flame him, too! Go into the 
room on the right, and get the 
goods. 

Leave the room and continue 
down the hallway, to the right 


Make your way to the back, 
and when the door opens, why 
don’t you toast that guy with 
your flame thrower? Good 
idea, now, head to the back of 
the room, flame another thug, 
and grab the goodies to the 
left. Exit the room, and take a 
right. 


More bad guys, an exploding 
cart (they’re getting clever), 
and a chewy on the right. 
Goodness, it’s all so much! 
Better hit the switch! 





Back down the hallway, to the 
right, and more goons to shoot. 
Shoot the switch (say that ten 
times fast) at the end of the 
hallway, and go on in. 


A couple of robots, and then 
Zorg! The wimp will teleport 
out of there after a few rounds 
to the ol’ noodle. Don’t worry 
— much like Arnold, he’ll be 
back. 


When you get to the big hole, 

jump over it and the next one, - sb spn sop 

and then you’ ll find yourself in Run out of the room, jump 

a room wit -up anda straight across, and then take 

switch. Hit the switch to stop a the next right, and the one after 

fan. mm that. Jump straight across 
twice, and get the goods in the 
room. 


Turn around and jump straight 

out twice, then turn to the 

right. Launch a missile into the 

fan, then jump back there and 

grab a 1-up. Jump straight 

across twice, and then left 

once, and you should be here 

(see screen shot). =o semcemengecsntad 


<i 
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Jump out to the moving 
platform, run past the fan, and 
shoot a couple of robots. Jump 
up to the elevator platform, and 


go up. 


(oP 


Go out, turn left, and flame the 
Mangalore, Turn to the right, 
and after the door opens up, 
wax the baddie, hit the switch, 
and get even more good stuff. 


Shoot the switch and go through 
the new hole. Toast the bad 
guys to the left, then get the 
thug in the room on the left, as 
well as the goods. 


Back out, and to the right you 
go. Zorg shows up and does his 
best Elmer Fudd impersonation, 
so shoot him until he teleports 
away. 


Down the steps, there’s a 
Mangalore serving drinks behind 
the bar, relieve him and hit the 
switch while you’ re there. 





eer 


nies Keep going through, flaming 


The casino area is chock full of anyone |that comesinear you. 


Just for fun, try flaming a guy 
badness, so keep an eye out to q E 
the left, where some dude only half way — he continues to 


5 4 3 shoot you, even though he’s on 
Pet dchicabht ah tea fire. Now that’s dedication! 


Go down the steps, shoot the 
bad guys, and pick up the 
missile on the left. Take said 
missile and shoot it at this wall 
(see shot). There are two 1-ups 
and a can of freeze. 


Ita err ai P 


ss litattcs | 7 Before you grab the circuit 
board looking thing and end this 
Go straight out of the room, level, go to the left and right 
waxing guys until you get to and pick up some extra ammo! 
Zorg. Same ol’ thing here, 
though, as he’ll soon teleport 
out of here. 





(tow 


There are another couple of 
bad guys to take care of, then 
you may find the health at the 
back useful. After you’ve got 
it, run to the steps on the left, 
and go up the right side. 


The first thing to do is to take 
care of the thug up ahead. 


Go to the right side and make 
: the three jumps to the other 

Keep going until you can take a side. Climb up the boxes, and 
left. Stop to kill the Mangalore, crawl under the opening. Once 
then turn and go through the inside, hit the right switch on 
door on the left. Grab the the left side (it will opena 
Psionic and enter the door). 
teleporter. 


Go back out, turn right, and 
jump onto the moving arm, 
and then to the ledge. Throw a 
CB into the cans, and then go 
through the new hole. 
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Kill the Mangalore, avoid the 
hanging wire, then run out to 
the ledge, to the left. Wait for 
the platform to come by (and 
it’s moving fast) and jump up 
Flare nrelCelelny} 


Drop down and throw a CB at Grab the Platform Key on the 
the drums of toxic waste (ok, left, and jump into the cubby 
YOU tell me what’s in there!), hole for a 1-up. Jump back, run 
Run down the hall to the left, back down the hall to the end, 


and kill the three thugs that and insert the key in the box on 
are slapping you silly. Run back the left. 


down the hall, and to the left 
onto the ledge. 


oP wa cael 


Go back and take the next right, Use a Psionic to kill the four bad © 
out onto the blue ledge. Wait guys in there. As luck would 

for the platform to show up, and have it, there’s another one 

hop on. Jump off and run all the waiting for you in the center of 
way down the hall, until you get the room. 

to the intersection — go 

straight. 
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It’s puzzle time again, kiddies. 
As you face the five panels, hit 
the second one on the left, first 
(it starts out red, then turns 
green after you hit it). 


Turn to the left, jump in, and 
get the Air Element. Go back up 
the stairs, take a right, and 


Next, hit the one on its right 
(the one in the middle), turning Foro TWO EBS Bt tne ian. 


it red. Lastly, hit the one on the 
far right, turning it red. 


een | 
; If not, then jump to the left (or 
Jump to the right, then right, to the right, if you got it), and 
and then left. Turn to the left. If then to the right, and get out of 
you’ve got another CB, you can here! 
throw it at the fan straight 
ahead, and jump to get a 1-up. 





So Fo ee 


Not much in here (unless you 
break the fence & the fan and 
jump down to get the 1-up), so 
you might as well jump into the 
middle of the hole. When you 
get to the bottom, there will be 
a chewy to take care of. 


At the short pink box, turn to 
After that nasty business is over, the right and drop down to take 
run up the stairs on the left and on another baddie. Wait for the 
out to the ledge. If you didn’t platform to lower, then hop up 
grab that 1-up mentioned and ride it up. Knock out the 
above, you can do it now by, fence, and grab the Psionic. 
simply jumping to the crate on 
your left. Drop down, and have 
it out with a couple of thugs. 


lia 


Knock out the next fence, drop Rf na oso 
down, and if they don’t kill 
themselves with a bomb right Head toward the ped a 
away, use the Psionic. Go sarty, missign over! 
straight ahead, run down the 

hall, and take out a couple of 

more pests. To the right, there’s 

a crawl space that will yield 

some more power-ups. 





The first thing to do in this Turn around, and go down the There’s a thug at the top — 
level is to go up and then right, hall to the right. When you wax him and get the Steam 
taking out a spider. The round the corner, take a right, Key. Take the last left and hit 
second cubby hole to the right and then go up the stairs on the switch (that’s recessed into 
has a lighted switch (glowing Z the left. the wall) on the right, just a 
red). Hit this switch twice. ; % little bit down the way. 


Keep going down the hall. 
When you get to the end, and 
have to go left, you'll find 
another bad guy waiting for 
you. Get rid of him, take an 
immediate left, and hit the 
recessed switch on the right — 
down just a couple of steps. 


Turn left, take the next right, 
which will drop you down to 
the main floor. Edge your way 
to the right a little, then go 
through the door on your left. 


lution Oo = caany 
Sea epee. Turn around (you should have 
Go down the next flight of been at some steps), and run 


ag } steps on your right, and shoot back to the other flight of 
At the second left, jump to get the two baddies. Go all the steps. Go left up the stairs, 


the flame canister. From there, way forward until you reach and hit the switch down the 
jump to he left and run down another thug — shoot him and r hall. Keep going down the hall 
the hallway, and then down the grab the Secret Pass. until you reach the next 


steps. switch, and hit it. 
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| Keep going around then down 
the steps and then another set 
of steps. Go to the other side, 
up the steps, and then to the 
right. Hit the switch, then run 
to the other side and stop at 
the goofy looking panel (see 
shot). Guess what? Hit it! 


| Jump back over, take a right, 

| and head all the way back (way, 
| way, back), staying on the right 
| side as you make your way. 


Turn to the left, run to the first 
opening on the right and jump F 
across — get the missile. Jump % ene 
again, turn to the left, and run 

down the path, 


Put the guy doing laps out of his 
misery, then walk behind the 
column and hit the switch. Turn 
around, go right, jump the ledge 
and hit the switch (collecting 
the 1-up along the way). 


Ce tone } =F 


Go left, and smack the fence on 
| the right — jump in to get the 


goodies. Waste the dude, then go in, and 


Get down (get down, tonight, 
yeah!) and head straight back, 
through the red opening on the 
left. Follow the path and go all 
| the way up the steps until the 
second auto door opens up on 


notice the mech spider down 
below. Jump down and hit the 
switch that he guards. 


When you get back to the | the left. 
beginning area, take aright, up | 
the steps. 


eee ee Get out and go to the room to 

| F the left, and run down the hall. 

| eal dead tae Adi abe This room is sort of confusing, so 
| jump into the cubby with the just follow these steps. Grab 


| health in it. Hit the switch. everything you see; kill 
| everyone you meet, and don’t 


| forget to get the Fire Key from 
one of the thugs. 





You’ ll come across a switch 
(eventually) that will show you a 
map, and your location. From 
there, go straight and then take 
the second left. There should be 
missiles to pick up and a guard 
to shoot. The door on the right 
will open up for you. 


Go in and up the steps, and 
press both switches on the 
walls. Back down the steps, 

left, then straight back, and 
right at the end. Kill the dude to 
the right, then enter into the 
blue room on the left. 


tte ee 


Run around the fish tank and 
grab all of the wonderful power- 
ups. Exit and run down the hall, 
taking the first left (that you 
can). Doa left, left to complete 
the U-turn, run down and make 
aright. 


From there, go left and right, 
then up the stairs. You should be 
standing on a wire floor. Go 
straight and grab the EG ammo, 
then turn to the right, walk to 
the edge, and jump to the left. 


Grab the ammo, turn right, and 
jump right, collecting the 1-up. 
Turn around, facing the ammo in 
the distance. Jump left, then 
right, and you should be with 
the ammo. 


eg 


bugicemnecs ore (eeerrscP 


Turn to the right to face the 
shield power-up, and jump to 
the left. Grab the grenade, then 
jump to the right, and you’ ll be 
at the shield. 
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Jump straight across to the 
missiles, run straight, then left 
and right, and you’ll be ina 
hallway. Go through the door 
and use the teleporter. 


Down the hallway to the left, 
then jump out to the platform 
ahead. Make three jumps to the 
left, grab the 1-up (be sure and 
duck), then turn to the left and 
fall to the level below. 





Up the steps, go in the green 
room, and exit to the left. Down 
the steps, kill the thug, across 
the catwalk, and ice the spider. 


es 23 
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The exit is on the far right side, 
and there are plenty of power- 
ups in the middle. Jump and get 
as many as you need, then 
whack a fence on the right when 
you’ re ready to keep going. 


Before going up those steps, go 
left or right, all the way around, 
grabbing all of the goodies. 
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Go through the door on the left, 
make the jumps and avoid the 
lasers. Down the hall, to the 
left, and avoid the lasers. 
There’s a spider guarding a 
switch in the room on the left. 
Kill and hit! 


g* 
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Once inside, there are floating 
electrical charges that are easy 
enough to deal with, anda 
spider. Once through, drop 
down the ledge (left or right). 


Now go up, shooting the bad 
guys that are on each set of 
steps. Jump to the next side as 
soon as the laser goes by your 
head. 


Exit, and go right, left, right 
(avoiding the rapid fire lasers) 
and get the next spider and 
switch on the left. Exit right, 
then right again. Go up the 
steps. 


30F 


This is all about timing — when 
the impulse is going away from 
you, jump out and get to the 
safe area in the middle. When it 
goes by, jump out and run to the 
end, and then jump up to the 
platform on the left. 


=" |p ot ats | 
Three jumps, then you can grab 


the canister and finish this 
nightmare! 


ie 
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Go through the door on the 

left, down the steps (waste the | 
thug), across the catwalk, kill 
the spider, and into the door on | 
the right. Make the four jumps | 
across. | 


Exit the door on the right, 
make the jump across, and 
then into the room with the 
teleporter. 


Exit, jump to the other side, 
and jump out onto the left side 
of the cylinders (the things 
going up and down). 


Kill another spider, then go 
through the open door on the 
right. Make all he jumps to 
avoid the lasers, and when you 
get to the room, jump to the 
left (get the Psionic), and go 
through the door. 


| Wax the gun-toting criminal, 

| get the goods, then exit the 

| door on the left. Go to the 

| right of the catwalk, and crawl | 
| when you need to. | 


| Jump to the right side of the 


next set of cylinders, and then | 


the left side after that. Next, 
jump to the catwalk on the 
left, turn around, and grab the 
Psionic. 


Another spider! Jump out to 


the platform, and then jump 
ahead. The door will open, and | 


| another pest will appear. Hit 


the two switches on the right, 
and get the power-ups. 


Hit the switch, then turn back, 
and make a jump to the left 
side of the catwalk. Go into 
the blue room and get the 


| goods, and hit the switch. 


| Jump back over to the right 


side, and head up through the 


| door on the right. Go down the 
Stairs, and search out the bad 


guys. You’ll need to get both 
the blue and yellow keys 
before you can hit all of the 
switches. 





Once you’ve got them both, go 
up both sets of stairs and hit the 
four switches (just like with 
Korben). Then you’ll need to 
jump to the middle row and go 
to where the guy is jogging in 
circles (you know, the column 
with the switch behind it). 


Time to jump the platforms, 
again. However, this time, go to 
the right. Get off on the ledge, 
then make the jump to the 
moving platforms. Jump again, 
and go to the left. 
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Go through the door and make 
the jumps on the moving 
platforms, then through the 
door in the back. Another 
platform, and another door. 
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Hit the switch, then turn 
around, and go all the way back, 
and then stay to the left. You’ ll 
see some moving lasers — the 
easy way past them is to follow 
them, then run into the cubby 
on the left, let them come back, 
and run out into the hallway and 
down to the spider! 


Run down the walkway, kill the 
spider, then get ready for a goon 
with a gun when the door opens 
up. Wax him and get the Fire 
Key. 


Thamnb over and kick some spider 
legs, then avoid the electrical 
happy faces. There’s quite a few 
jumps to make, another spider 
to kill, and finally, a gun 
shooting thug at the last one. 


Go up the steps and take a left. 
Beat up the goon, and take a 

left in to the red hallway. Go all 
the way around, and then up to 
the steps at the top. Turn right. 


Go through the door, and to the 
right. Enter into the ring with 
the thug, and then press the 
button (oops, sorry — “switch”). 
Exit and go to the left. 


Throw a CB at this clown, then 


hop on over and pick up the 
goods, and then finish it off! 
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You’ve got 7:00 to get 
Cornelius out of his ‘situation’. 
To do this, you’ll need to hit 
switches (of course), collect 
keys, kill some Mangalores, 


(eeeta 


On the first level, you’ ll want 
to press all of the switches that 
don’t have a red ‘X’ on them — 
these require keys to open. 


After you hit the fourth switch, 


use the teleporter. 
There are a total of four 


switches to hit (and two. 
monsters) — start by going to 
the right. 


and do a little teleporting. 


heft eee 


Go to the right and whack a 

chewy and get Blue Key 1. Hit Back out, to the right, and 

the switch. whack another chewy. Get Red 
Key 3 and hit the switch. 


Turn around, whack chewy, and 
get Red Key 0. Hit the switch. 


To the right, and jump down 
onto the next beam you see, 
then jump to the one on the 
right. 
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Back out, and jump across to Go forward and wax the 

the beam on the right, and Mangalore, get Red Key 2, and 
then the next one. Take a step hit the switch. 

back to pick up the 1-up. 


Jump down to the first level, 

and hit the four red ‘X’ Go to the right, and into the 

switches. Use the teleporter. first room. Hit the switch. Back 
out and to the right. Skip the 
next room. 


Items = 100% 
Secret: 100% 
ee 
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Save 
Cohfinue 
art Level angina’ ¥ 
Quit game 
| 


Run down into the room and hit 
the switch. Back out, and jump 
to the next beam on the right, 
and then jump to the next 
beam. Run down and hit the 
switch, and you should have 
Goinai it the switch i " about 3:00 minutes left! Too 


next room, then drop down onto jam easy! 
the beam below. Jump to the 
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Tur to the right, run down the 
hallway, and take out the 
Mangalore. Go to the left, and 
get ready for the sneaky chewy 
that jumps out from the table. 


Turn around, go back down the 
hall, and when the door opens, 
use a Psionic on the two 
monsters. Go in the door, and 
step back as the chewy throws 
a CB, killing himself, and 
wounding you! 


=n 
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Through the next door await 


two chewys — throw a CB at 
them. Hit the switches on the 
right and left, then go to the 
opening on the right. Crawl 


Crawl into the cubby and get 
the free stuff! Crawl back out 
and go down. 


through and take the elevator 


up. 
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Smack the plates across from 
you, and get into that shaft. 
Drop down into the burning 
kitchen, and do a Psionic on 
the two beasts. Down the way 
to the right, a chewy will come 
out of the door — teach him 
who's boss! 


To the left is a room witha 
bunch of valve switchy things 
— turn the second one on the 
left. Back out, run straight 
down, and jump on the 
counter. Smack the gate on the 
left. 





Go down the corridor, whack 
the next gate, then take ona 
Managalore in the back. You 
should be standing in front of 
three gates. Smack the one in 
the middle, and hit the switch 
in the back. 


lemiicnemennc CO 


Next, go to the one on the left, 
and jump over the opening. 
Drop down into the red room, 
throw a CB at the two beasts, 
then crawl into the hole 
straight ahead. You’ll get a 1- 


up and a shield. 


Crawl out, and jump over the 
semi-circle bar thing. Chuck a 
couple of grenades down the 
way to blast the Mangalore, 
then run in and hop on the 
crates to the left. Crawl back 
there to get the Mondoshawan 
Key. 


Grab the Psionic in the room 
with the teleporter, then use it. 
Go left, smack the fence, then 
left into the yellow hallway. 
Wax the chewy, then take the 
next right. 


Keep crawling, until you drop 
down into the green room. Run 
down the hallway and a door 
will open up on the left. Chuck a 
grenade in there, then quickly 
turn around to chuck a few 
more at the beasts behind you! 


Get the next chewy, then take a 
right, and go through the doors. 
There’s a chewy to the right and 
a chewy to the left — the 
perfect time for a Psionic. 
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When they vaporize, they’ll 

leave behind a fuse. Around the 

corner to the left is the blue 

panel where the fuse belongs — 
| put it back. 


eer 


When they are disposed of, pick 
up the Psionic, turn to the right, 
and run to the crates. As soon as 
you stop, use the Psionic. Go to 
the room on the right, grab the 
shield, and head up the steps. 
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Exit the room, take a left, then 

| aright, then another left. The 
doors should open up for you. 

| There’s a bunch of Mangalores 
back there, so throw a couple of 

| grenades or CBs in there. 


Back in the kitchen! After 
preparing a small meal, run 
straight back, jump up to the 
counter on the right, and on 
through the opening. Down the 
corridor you go, and take the 
door on the left. 


Go in the first room on the left 


It's deja vu all over again! and hit the switch. Go back out, 
Crawl, jump, wait for the to the left, and use the 

thingy, then jump and drop teleporter, again. 

down into the red room. Jump 

over the bar, crawl through on | 

the left, and drop into the green | 


goto) aa] 
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Step out, go down the yellow 
hallway, and take a left. Run 
straight back, until you reach 
the monster. Waste him and 
then take the door on the left, 
and go up the steps. 


= fi a 


Go straight out and get the 
chewy that’s shooting you from 
the room across the hall. Go 
back down the hallway to the 
left, and enter in the first door 
on the right. 


| Follow the path, wax a chewy, 
| and then throw a CB at the 


chewy that comes flying in from 


| the left. Go into the room and 


hit the three switches with the 
little green symbol on the 
screen. 


Jump over to the ledge on the 
left, and duck, then jump down 
to the bottom. Oh look, more 

| platforms! Make the jumps, 


| Turn to the right, and notice the 

| moving platform. Jump onto to 

| it and ride it to the top, then 
jump to the ledge on the right 

| and quickly duck — don’t need 

| to get that flaming red hair any 


| then at the blue stuff, jump up 

| and swing on over to the ledge 

| on the right. Avoid the fire spray 
| by going down the left side, 


then turning and crossing over 


| to the right. 


more flaming! 


|i al tat 
| Drop down and, why look, even EN SS BE 
more platform jumping! One Swing 
jump onto the moving deal, 
then another to the ledge on the 
left. Jump up and grab onto the 
blue stuff and swing away! 


jena | 


to the right, drop down, 
and kick out the crate. Crawl in 
and find the Air Activator in the 

| back. Drop down and hit the 
switch. Turn, and press the first 
tube on the right. Thus endeth 
Leeloo’s mission. 
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Here’s the drill; each time you 
see a switch on the wall (like 
the one straight ahead), when 
you press it, the clock starts 
back at 1:30. You can press 
these as many times as you 
like, and they’tl always reset 
to 1:30. Before we go, why 
don’t you take a look at that 
pretty planet — Impressive! 


Now, exit stage left (you KNEW 
that was coming, didn’t you?), 
wax the chewy, and run down 
the center of the aisles. 
There’s a Mangalore in the 
back, then go through the 
door, up the steps, and get the 
chewy on the left. 


peebR ences eer P 


Head down the hallway, 
taking a left and then a 
right. Another left and 
through the doors will find 
you face to hideous face 
with two Mangalores. Hit 
the clock switch straight 


= ahead. 


Ok, enough planet gazing — go 
straight back and bust down 
the wall, get the flame 
canister, and whack a couple of 
baddies. Hit the three 
consoles, then grab the fuse 
that’s on the shelf. 


Go to the right, and get the 


monster after he breaks down 
the wall. To the left of the 
orange teleport landing room is 
a clock switch. Hit it, then turn 
right, break down the fence, 
and get the chewy on the left. 


Time should be running low, so 
turn around and head all the 
way back and hit the clock 


Continue down the hallway, 
take a right, wax chewy, and 
take another right. Go through 
the doors, get the monster on 
the right, then put the fuse in 
the blue cabinet on the left. 


eeneaee (EO 


Go straight out of this 


Turn around, and take a 
left. Get the chewy down 
by the crates, and a health 
power-up while you’ re 


“there. Go right, through 


the doors, and then up the 
steps and into that 
wonderful kitchen. 


eccasealibc Ml 
There are two chewys in 
there. Waste them then go 
through the door on the 
right and hit the clock 
switch. Back out, and to 
the right, is the room 
where the valve switch is — 
it’s the second one on the 
left. 


room, and hop onto the 
counter in the back. Knock 
down the fence and go 
down the corridor, stopping 
only to shoot the 
Mangalore. 
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Get the freeze ammo ready, 
F-laee| cole ye (o\wZaM nikon dal-m cele) ah 
There are three monsters to 
get, and a little cooling off will 
do wonders for their 
personalities. 


Exit the room and go straight 
to the steps ahead. Make the 
two jumps and go into the 
room with all of the consoles. 
If, for whatever reason, there 
are still lasers in the doorway, 
you’ ll have to jump back and 
forth (just like on that other 
mission) until they are out of 


Run all the way down the 
hallway, then take a right and 
then the next left. There will 
be a clock switch in the room 
straight ahead. Go out and 
make a left, down toward the 
lola \ 
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Hit the green symbol switch 
next to the teleporter, then 
turn back and hit the clock 
switch. Go back and use the 
teleporter. 


Once inside, press all of the 
switches (only three do 
anything). Time should be 
running low, so you may lose a 

| life here. If so, once you die, 
make the jumps and then turn 
to the right (no need to go 
back in the room with the 
consoles). 


Turn left, and go through the 
two doors (killing the two 
chewys) until you get to the 
switch. Hit it, exit, and take an 
immediate right. Hit that 
switch, turn around, run 
straight out and whack the two 
monsters. 


Step out and use the platforms 
to get to the other side. Go in 
the door and get chewy, then 
turn to the right, open that 
door, and get that chewy. The 
door on the right has a clock 
switch behind it, so knock it 
down and hit the switch. 


Run straight down the hallway 
and into the room with all of 
the ammo. From here, go right 
Flare Melo) [aha at-y 0) W(-nee) ga elo) 
waste the monster, and get to 
the yellow hallway. 


bese ee 


Run down to the end of the 
hall, hit the switch, then turn 
and go through the door on the 
right. Wax the chewy and then 
go up the flight of steps and 
end the mission! 
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Now this is some cool looking 
place, eh? Grab the Psionic 
behind you, then run down the 
main entry way, stopping at 
the first left to grab a CB 
(you’re going to need lots of 
these). 


i a 


Go all the way around, then 
make the two jumps to the 
other side. 


Keep going until the 
camera stops the action to 
show the bad guy behind 
you. turn around, and doa 
Psionic on him. 
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Keep going straight and you’ ll 
run into a whole new breed of 
monster. Throw two CBs at 
him. Keep going straight, and 
once inside the courtyard area, 
look around for some power- 
ups. Once you’ve got 
everything, go up the steps. 


MPM i cas 
When you get to the big hole, 
jump up and climb across. Go 
down the steps, crawl under 
the wall, and drop down and 
take care of a chewy. 


Turn back around, and 
head up the steps. At the 
top will be another mech- 
monster, so take care of 


him, will ya? 
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At the top of the next set 
of steps is a fence. To open 
it up, you’ll need to press: 
the symbols on the wall 
like so; press the right 
symbol, at the top of the 
steps (the ones you just 
came up) first, then turn 
around, run to the ones in 
front of you and press the 
left one, then the right 
one. Done. 
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Throw a grenade at the fence 
on the right, then go in and do 
a Psionic on the mech-monster. 
Once you’ve done that, scurry 
about for some goodies, then 
head up to the left, and crawl 
under the wall. 


sl | 


Look around for a bunch of CBs 
and grenades, and you’ ll also 
find another mech-monster. 
Once he’s dead, throw a 
grenade at the fence, then 
turn to the left and jump up 
into that area of the temple. 


Turn to the right then go up 
the steps and collect the 
CBs. Keep following the 
path, through the door on 
the right, and then up the 
steps to the left. 
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Follow the path, making the 
appropriate jumps when 
necessary, and then stop when 
you get to where the water is 
dropping from the ceiling. 


eee 


Ooooh, this looks like fun! 
Jump down, then make a 
jump to the left. Climb up 
to the top, then jump to 
the right. 


san ls 


Make the three jumps to the 
first column, then stop to toss 
a couple of CBs at the dude 


down below, just slightly to the | 


right. 


| Turn and face the left, 


jump, and then jump up on 
the rock next to you. Walk 
across, hop up, and jump 


| to the 1-up. Make the little 
| jump to the right, turn to 
| the left, walk down a step, 


and then jump to the stair- 


| like formation. 


ere 


Jump to the next column, and 
then down below and hit the 
switch. Walk down the path, 


| make the little jump, then 


head for the teleporter on the 


| left. 


Get to the very pointed 


edge, then jump to the 
right (no kidding). Phew. 
Now jump to the left 
again, and make two more 
jumps to the switch. Now, 
if only we could stay here 
for awhile! 


———» 


Jump across, then onto the 
little bridge. Walk across then 
hop up, and then jump across. 


cscs 


Two little hops, then a jump to 
another bridge type. Jump 
across to the left, hop out toa 
limb, jump to another limb, 
and hop up. 


Make your way back, and 
when you land on the 
formation that has stairs 
going down to the left 
(there’s also a column 
straight out), go down the 
Stairs. 


£ at Pie : 
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Another jump, then jump out 
to the teleporter! Thank 
goodness — | hate jumping 
around like that, it makes me 
nervous! 
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Step out, and get the 
Psionic on the right. To the 
left are some CBs, and to 
the top of the steps is a 1- 
up. 


Take a couple of steps 
back, and jump on the 
ledge to the left. Hop up 
another step, then jump 
over to the right, You’ ll 
need to “swing” yourself 
over to the left as you fly. 


Run past the fire breathing 
statues, then jump across, 
and walk to the edge — 
turn to the left. Jump 
down to the right side of 
the wall. 


When you land, quickly 

. take out the Mangalores, if 
they don’t kill each other 
first! Grab the Psionic 
that’s in the middle of the 
area, then go over to the 
left (if you’re facing the 


Go to the right, through the 
courtyard with blue striped 
columns (very fashionable), 
grab a couple of CBs and then 
head to the top right hand 
corner. 


Jump across, then drop down 
to the left. Make your way all 
the way to the back, where the 
gate is. Insert Temple Key 
here. 


[st oo 


You’ll see a hangy thing, but 
you can’t swing across, at least 
not until you throw the CBs at 
the boxes of junk. 


Walk out to the intersection, 
turn right, and walk up and hit 
the switch. Turn around, walk 
across to the other side, and 
hit that switch. 


Psionic) and go through the 
Cal ole) aN-WA 
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Drop down, killa chewy, then 
grab the Temple Key from the 
ledge up above. Turn around, 
walk back to where the junk 
was on fire, and jump in — 
trust me! You’ll lose a life, but 
you’ ll restart at the temple 
gate. 


marci | eraaas 

Turn around, walk to the 
intersection, and take a right — 
get outta here. Go down the 
steps and climb the stones over 
on the right. 





Get up to the ledge on the left, 
then jump over to the small 
opening on the right. Turn the 
corner to find a couple of 1-ups. 
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Turn left and jump on that 
column, then turn left and jump 
out to the ledge. Walk along, 
make the jump, and then get 
the Psionic. 


Crawl under the fence and turn 
left. Jump up the crate on the 


left, crawl through the hole, up | 


the steps, and jump down to the 
right. Run to the left, down the 


steps, and back to the beginning | 


Drop down and then make your 
way up the steps, and you’re 
going to have to go all the way 
back around, using the 


| teleporter. The good news, is 


that after you make the first 
jump, go right instead of left, 
and you’ ll only be a few jumps 
away from the teleporter. 


Around the corner are many 
more columns to jump. When 
you get to the tall one on the 
right, turn to the left and jump 
on that tall one. From there, it’s 
just three more jumps to the 
ledge — don’t miss it! 


When you get to the big doors, 


open them up and follow the 
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Ok, crawl under the fire, make 
the jump, and then STAY on the 
ledge, and face the column out 
there on the right. Go for it! 


Jump to the shiny gold ledge in 
the center, to the left, and snag 
the Earth Element. Crawl 
through the hole, and take a 
right, left, and right. Run 
straight through the courtyard 
and head for the fence. 


When you get inside the 
sarcophagus room, go to the 
left, and put an element on 
each of the pedestals — watch 
for a mech monster coming from 
behind. That should do it! 
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Search the area for ammo and 
weapons, then head up the 
steps, and freeze the baddie 
on the right. Isn’t the freeze 


Run down the aisle and through 
the opening, and put the 
freeze on the chewy in front of 
you, then on the one to the 


The first thing to do here is to 
get the freeze canister ready! 
This is the weapon of choice, 


and your key to success! 


Launch a grenade at the 
fence on the right, go 
through and get ready to 
freeze the creeps on the 
left and on the right. 


Keep going down until the 
wall on the right blows 
open, then edge over to 
the wall and freeze the 
rofo) (oe |Ulel Meola Mant -mey malig 
side 
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left. 


Go in the room to the left, 
and get the goodies. Back 
out, and to the right (and 
up) to get the 1-up. On the 
other side of that half-wall 
is a chewy — give him the 
cold shoulder! 


Jump in there and drop 
down below. As you make 
your way down, you’ ll 
notice the “statue” against 
the wall. When you get 
close enough, it will come 
alive, so be quick with the 
freeze. 
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Jump up on the small ledge 
to the left, and jump to 
the steps across. 


Launch a missile into the 
right side of the gate (or 
toss a grenade at it). If you 
have neither, turn around 
and you’ ll find a grenade 
on the ledge to the back, 
and a missile on the left. 


great? These guys don’t standa 


chance! 


Go all the way down, and 
jump on the ledge to the 
right. Jump up to the 
opening on the left and get 
ready to take out a 
Mangalore. 


Note: these two items will 
continually reappear, each 
time you run out. So, 
whenever you need one, 
just make your way back 
here to get them. 


seen 





Anyway, go through the 
door and get the chewy on 
the left. Turn to the right 
and get the mech, then the 
two chewys in the bunker 
below. Blast open the gate 
and then smash the gate 
ahead. 


Back out, and take the 
next opening on the left. 
Jump up and get the 
shield, then turn around 
and jump to the ledge 
across from you. 


Wax the chewy around the 


corner to the left, then the 
one down the way around 
the left — he’ll come to 
you if you stop at the 
fence. Blast the gate on 
the right (go back and get 
another missile and 
grenade, if you need to). 
Come back and get ready 
for the statue, then press 
the switch on the left (for 
those keeping score, there 
are two left). Pick up the 
goodies. 


Hop up and put the freeze 
to two mechs. Jump in and 
grab the health, then jump 
out to the platform on the 
left. 


Back out and to the left, 
then a right then another 
right. Don’t go down the 
steps, rather, stop and 
launch a grenade at the 
fence. Not only will the 
fence blow up, but so will a 
hole in the wall on the left. 
Get the mech that’s in 
there, and the goods. 


Jump across, drop down, 
grab the ammo off of the 
black boxes, up ahead to 
the right. 


Exit left, go down the 


path, and blast the gate on | 
the left. Go in and up the 
steps on the left, wax 
chewy, then head up to the 
top. This statue is staying a | 
statue, for now. 
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jaind up to the white ledge ; 


on the right, freeze a 
Mangalore to the left, then 
jump straight across. 


Jump on the black crates, and 
hop on over to the opening to 
the right. Go in and freeze a 
mech, then carefully make the 
jumps to the top. 


A statue comes alive to the 
right, then make your way 

down to the red area. Stop 
there. 
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Go straight, make the little 

hop over the flowing lava, and 
at the bottom, jump to the big | 
column. 
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Turn to the right, and jump 
out to the branch below. 
From there, jump ahead, 
then turn right and jump to 
the switch. 


Jump to the right, to the 
black boxes below. Once 
again, get on the white 
ledge and jump straight 
across. 


Go down the steps, follow 
the path, and take a right 
at the intersection. You 
should be going up the four 
white steps. Head up and 


take aright, and then 


oA 


another right. 
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Press the switch, then turn 


around and jump back to 
the ledge you came from. 
Turn right, and jump to the 
small ledge below. 


Up the black crates and 
jump back to the ledge on 
the right. Go down through 
the door on the right, take 
out the mech, and hit the 
switch on the wall. 


Keep going until you get to 
the fence; take it out and 
go through it. There’s a 
mech around the corner, 
and then another one will 
bust out of the wall when 
you get close to the power- 
ups. 
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Jump to the right, then 
left, then straight across. 
Hop up, hit the switch, and 
use the teleporter. 


Turn and go back out the 


way you came, but instead | 


of jumping down to the 
black crates, turn to the 
right and jump to the ledge 
on the right. 


Exit this place, back down 
the hall, take the first left, 
then hop up the black 
crates. Jump out into the 
courtyard, and through the 
door on the left. 
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Go up the steps on the 
right, and make the hops 
back down. Go through on 
the left, and make the 
jump to the left, out on 
the ledge. 


At the fence, turn to the 
right and jump through the 
window, and down below. 
When you land, go out the 
doorway and take a left. 


Take the next door on the 
left, make a jump, then 
grab the key from behind 
the big fella. 





Back to the courtyard, and 
to the left. Jump to the 
rocks on the left and to the 
stairs. Make all the jumps 
and get back through the 
opening on the right — 
remember this?? 


Turn slightly to the right 
and launch that missile, 
then follow it up with 
thirty rounds of ammo! 
Turn to the left and shoot 
the mech across the way, 
and when he’s gone, a 
little more to the left and 
waste that suy. 


Go straight back and jump 
to that moving platform 
(the one directly behind 
the symbol wall). Ride it 
up, shoot the mech if he 
steps out, and jump to the 
left side. 


Drop down, and go right, 

right, left, and left again, 
down the steps. Then it’s 
right, left, right, and hop 
on up the step. 


Now face the wall with all 
of the symbols on it. 


Go up and hit the switch, 
taking out the mech if you 
didn’t already. Go down 
the steps, and jump across 
to where the teleporter is. 


Make your way to the top 
of the steps, then jump 
through the little hole on 
the right. Up the stones in 
the back, through the hole 
on the right, then open the 
gate. 


Jump out to the platform 
on the left. Ride it to the 
top, then jump out to the 
right side. Freeze the dude 
inside, and hit the switch. 
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Shoot the dude coming 
down the steps, then jump 
over there and hit the 
switch. Come back down, 
hop over, and get in the 
teleporter. 


Get ready for a mech 
around the corner. After 
you freeze him, get a 
missile ready. Run to the 
back and then jump out to 
the teleporter. 
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Go down the steps and 
jump out to the platform, 
hop up the step, then jump 
out to the center area. 


It’s pretty much over now 
simply press the four 

elements, and c’est fini, 

bebe (it’s over, baby). 
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OF THE JOURNEY 


Incredible Game Mechanics 
Encounter blue lucense that causes flotation, 


ay “pansasal say} 
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exploding platforms, swinging rings, bursting 


lava pits and homing proximity mines. 
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It’s TO 
SURVIVE. 


When you're busy leaping 
treacherous chasms and 
swinging across deadly pits, 
you don’t have time to 
contemplate life's mysteries... 
After all, being a legendary 
jungle adventurer suddenly 
thrust inte a mystical universe 
takes a toll on the psyche. 
Besides, you've dlready learned 
more than the meaning of ‘life. 
You've learned what it means to 


be one step from death, 
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THE OFFICIAL 
STRATEGY GUIDE 


@ Complete walk-throughs for all 16 of the 
game’s massive missions. 













@ Strategies for both Korben and Leeloo. 


@ Over 1,000 full-color, high-resolution screen 
shots bring the game to life. 


@ Written by Eric Winding, psycho gamer and 
author of “Mission Impossible: The Official 
Strategy Guide” and Editor-in-chief of Q64 
Magazine. 
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Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 
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available from the publishers themselves. 
{f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 





